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BACK ISSUES IN STOCK! 


Is your collection of NF Magazine print copies currently incomplete? 
The NFMagazine.com online store may be able to help fill in a few gaps, 
as we're currently stocked with hundreds of extra copies of our three 
most recent issues. (And earlier issues are available in print as well, 
through the print-on-demand services of MagCloud.) Go for the set! 


We've also recently completed a new 
print run of our very first issue, NF #1 
from January/February 2013. If you 
backed our Kickstarter campaign 
earlier this year, you had the option to 
have a copy of it sent to you as a free 
bonus. (And subscribers who signed 
up through the website before the end 
of May got a copy sent as a free gift 
too.) But if you're still missing #1 in 
print yourself or you'd like more 
copies of it, we've got plenty available! 
Grab it! 


Visit NFMagazine.com/Shop 


or MagCloud.com/browse/magazine/497199 
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? Inbox 


The Year of the Crossover 


Yoshi’s Story DLC stages for Sonic Lost World. The 
Legend of Zelda DLC stages for Sonic Lost World. 
Nintendo character costumes for Capcom’s 
Monster Hunter 4. Nintendo character costumes 
for Bayonetta’s Wii U port. Professor Layton vs. 
Phoenix Wright: Ace Attorney finally launching in 
America. Super Smash Bros. getting not one, but 
two different new releases before the holidays. 
Dynasty Warriors joining forces with The Legend 
of Zelda and Shin Megami Tensei joining forces 
with Fire Emblem. 

Well, OK, that last one’s probably not happening 
until next year — but even without that, there’s no 
denying that 2014 has been absolutely packed 
with crossover content. These gaming franchises 
just can’t keep themselves separate - every game 
seems to be referencing some other, different 
game, or they’re just sharing playable characters 
and environments with one another freely. 

We first declared 2014 to be "The Year of the 
Crossover" back in our first issue of the year, and | 
knew that | wanted to pursue that angle as an 
entire issue theme at some point in the 12 months 
ahead. Well, there’s no better time than now, right 
in the wake of ЕЗ — and with the release of Hyrule 
Warriors, our cover game for this edition, fast 
approaching in September. You'll find coverage of 
it and plenty of other crossovers within the pages 
of "When Worlds Collide" here, along with features 
that take a look at the timeline of franchise 
fusions in the industry and the Top Ten 
crossover cameos, too. There may 
even be something special going on 
with the comics 
this time... 


LUCAS M. TMOMAS, EDITOR-IN-CHIEF 
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ISSUE 49: 
MAY/JUNE 2014 


| think Nintendo really knocked it out 
of the park and beyond with this one. 
We not only found out they were 
bringing back Star Fox at last, but we 
also got several great looking new IPs 
to boot. Splatoon is looking to be one 
of the freshest FPS games in years. | 
loved the Smash Bros. tourney along 
with the live Treehouse streaming. 
One of my favorite moments would be 
the reveal of Pac-Man as a playable 
character – now we have four of 
gaming’s greatest icons fighting 
together in one game! Speaking of 
third party characters, | know this 
wasn’t shown at ЕЗ, but what do you 
think of the revelation that Rayman 
will be a trophy? Does this hint at 
something bigger you think? The 
Robot Chicken segments were price- 
less, along with the Iwata vs. Reggie 
fight. - GABE HOFFMAN 

The way Sakurai worded it, 
Rayman’s reveal as a trophy makes 
us think of only one other possibil- 
ity . . . but we can't remember what 
it was. Bwaah!!! 


Looks like Nintendo is back in the 
console wars. We're finally getting all 
those key titles we waited for. Now we 
just need a Metroid U. - NICHOLAS 
PACKARD 


| didn't expect much from this year's 
E3 in terms of new games. Just info 
on already announced games. Boy, 
was | wrong! - ROBSON BASHA 


Nintendo’s got a bit of an uphill climb 
ahead of them after lacking console 
sales over the past few years, but this 
year’s E3 proved that they have a very 
Clear strategy for turning things 
around. They seem to have realized 
what matters most to them: their 
fans. Their E3 presentation was filled 


Our Father’s Day theme 
seemed to resonate with 
many of our readers - 
we were especially 
proud of it! (We may 
have to push the 
Mother's Day theme up 
the priority list іп 
response.) While we 
debate about that, how 
about you read some 
new Inbox mail? We 
asked you all what your 
reactions were to this 
year's E3 showing: 


with fan service; from the hilarious 
battle between Reggie and Iwata to 
the clever wink toward the "Luigi 
Death Stare" meme to the wonder- 
fully executed Smash Bros. tourna- 
ment later that day and so much 
more - Nintendo seems to finally be 
well in tune with their fans. And it 
certainly doesn't hurt that their game 
showcase was the best it has been in 
many, many years. I think we have a 
lot to look forward to as Nintendo 
fans! - NICHOLAS MOREAU 
Integrating the Luigi Death State 
was critical, we agree — the video 
clip was only a few seconds long 
and used as a transition between 
segments, but its inclusion spoke 
volumes about how much Nintendo 
is actually paying attention these 
days. 


Splatoon was the best new game 
because it's a brand-new IP that 
started off as a gameplay idea and 
everything else about it was made to 
fit that core gameplay idea. That's 
how you make a game, folks. The best 
Smash character was Ridley. What's 
that? You didn't see him? He was too 
big to fit in the trailer you see... 

- ISAAC SOLUM 


It was disappointing to see a lack of 
long-awaited titles (such as a new 
Metroid or F-Zero), but it's under- 
standable that Nintendo instead 
focused on new IP (Code Name: 
ЅЛ.Е.А.М. and Splatoon). There were 
plenty of new announcements and 
footage to appeal to hardcore 
gamers, though, and the continuous 
livestream was a complete win and 
really increased interest in games 
that people wouldn’t have otherwise 
spent much time finding out about. 
One of their best showings that I’ve 


5% | [| Wa ІШ ng fo r Sa MUS Another ЕЗ has come and gone with no new Metroid game shown — but at least we have some new Robert Marrujo art! 


seen, and I’m looking forward to 
seeing how next year’s will top it! 

- FRED CHOI 

With all the positive feedback 
Nintendo’s received for the format 
of this E3’s presentation, you’re 
right that it'll be great to see the 
company come back and do it 
again at E3 2015 with full know- 
ledge that the fans love it. 


Nintendo won E3. Hands down! 
However, I can't decide which of the 
two fights between Reggie and Iwata 
was more epic. The live action fight, 
or the Super Smash Bros. Mii Fighter 
match? - LUKE KULCZAK 


Nintendo's E3 showing convinced me 
to buy a Wii U a week after the show. 
A complete 180 from how I felt about 
it. No regrets buying it. 

- TOADOFSKY 

We have a feeling you're not the 
only one who went out and finally 
made that Wii U purchase! 


It was refreshing seeing actual 
humans play actual video games 
instead of vague CG teaser trailers! 
- BRANDON MC 


Looking to the Stars 


It's been really exciting seeing Rosalina 
popping up as a playable character so 
much lately! | loved her story in Super 
Mario Galaxy and wanted to try drawing 
her as a little girl. -KAREN MCKENNA 
Great art, Karen! It's the next natural 
step after Mario Kart 8's Baby Rosalina. 


| LOVED Nintendo at ЕЗ this year! 
Probably their best E3 EVER! I loved 
the Nintendo Digital Event with tons 
of great announcements, especially 
the Mario Maker, Hyrule Warriors, 
Zelda U and SSB4 announcements. 
Nintendo hyped up everyone for E3 
this year – | was sure they'd hyped us 
up for something good. I’ve never 
been to an ЕЗ before (as | live on the 
other side of the US), but I truly hope 
І сап be lucky enough to go at least 
one year, just to see everything 
Nintendo. - KEVIN МСКЕММА 


After finally beating Super Metroid 
and Metroid Fusion for the first time 
this May, | thought that every 
announcement was going to be a 
new 2D Metroid. | cried during the 
S.T.E.A.M. announcement, even 
though it looks cool. Then, minutes 
before the third day was over, 
Nintendo announced that they were 
discussing new 2D and 3D Metroid 
games. Yes! - ADMAN ABOU- 
NASR 

It's true — while no Metroid game 
was actually shown, the series 
was at least acknowledged 
verbally. There's hope! 


There's a lot of speculation due to 
the Capcom takeover protection 
being lifted. What do you think will 
happen to Capcom in the future, and 
how will this affect Nintendo? Your 
thoughts?? - LINDSAY WAYNE 
CARRUTHERS 

Nothing earth-shattering has 
happened yet, but yes, Capcom's 
shareholders have recently let 
lapse a set of legal protections 
that kept the company safe from 
buyout. Immediately following 
this news, Nintendo fans the 
world over began to cry out for 
the Big N to put the money down 
on the table and purchase Capcom 
outright. Whether that possibility 
is at all in the cards is hard to say, 
but it sure is fun to speculate 
about a future in which Mega 
Man, Street Fighter and Resident 
Evil are all first-party Nintendo 
properties! 


My new favorite game was Super 
Mareyo Twins. - JEFFREY 
WITTENHAGEN 

They look the same! 


DON'T ANGER 


THE OX 


Is there something wrong with me? 
Or am | okay in thinking that Super 
Mario Sunshine is way WAY better 
than the original Super Mario. 
Mmmm, must be because I'm young 
and can see without rose-tinted 
glasses. - SKYLER SPENDLOVE 
Hm, "way WAY better?" Everyone 
is certainly entitled to their 
opinion, so we can understand 
those who might think that 
Sunshine is way better than the 
original — but way WAY better? 
Sorry, but we think you're all wet. 
But don't worry, even though we 
think your view might be all 
washed up, we'll do our best to 
get you the help you need. 
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Your DLC Dreams 


In Issue #9’s "DLC: Nintendo’s Golden 
Opportunity," we took a moment to look 
back on the past few years’ worth of DLC 
that Nintendo has done well, leading up 
to Mario Golf: World Tour’s Season Pass. 
Shortly after the issue went out the 
door, the first DLC for Mario Kart 8 was 
announced: a new Mercedes kart. We're 
hoping that’s not the extent of it, 
though, so we asked you all what your 
dream DLC would be for Mario Kart 8. 
Here’s what you had to say: 


| wouldn’t mind seeing some more 
characters in the game, | mean we 
already have 30 great racers, but 
imagine if they could pull out some 
underused and obscure characters in 
this like they did with Funky Kong in 
Mario Kart Wii. I’m talking Stanley the 
Bugman, Pauline and even DK Junior. 
- DANIEL ROBERT JUDE INGEMI 


New track DLC would be the best to 
see, but that’s a lot of dev time and 
effort and Nintendo is still fairly new 
to this whole DLC thing. New charac- 
ters are more likely and there’s a 
whole Mario universe of options. 
Birdo, Kamek, Bowser Jr. and maybe 
another Kong or two are all great 
options. - JASON HUNT 


My son Elijah says, "I would like to see 
Nabbit from New Super Mario Bros. U, 
because | would really like playing as 
him. It would make sense to have him 
in DLC because he was already in 
Mario Golf: World Tour on the 305." 

- TAM GRNT 

Elijah, you've got us there! Think 
he'd be as fast in a kart as he is on 
his feet? 


| really miss Dry Bones. He is a 
personal favorite driver. I'd love to see 
him in Mario Kart 8 DLC. - SCOTT 
VIERCK 1 
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DOWNLOAD 


The Big N s finally beginning to take some big 

steps with offering downloadable content for key 

games. But will they recognize their biggest 

chances to extend 

the ves of retail 

titles this year? . 
е 


NINTENDO’S 


© GOLDEN 


OPPORTUNITY 


MARIO GOLF: WORLD TOUR 


| would love DLC to include characters 
that didn’t make it in such as Diddy 
Kong, Birdo, Bowser Jr., etc. Also, | 
would like it if new Battle Mode stages 
were added like in Mario Kart Wii, 
instead of using regular racing tracks 
in Mario Kart 8’s (in my opinion) bad 
Battle Mode. Finally, | hope Nintendo 
can maybe possibly add four new 
cups, making 16 more tracks (though 
that may be a little too much). As long 
as Mario Kart 8 DLC is added and I can 
get it, | will be happy. - KEVIN 
McKENNA 

We can definitely get behind the 
Battle Mode idea! 


Well, there are lots of things Nintendo 
could do. Mario Kart 8 has a lot of 
variety. They could add new tracks, 
which is of course the most obvious 
one. | personally would like them to 
add tracks from old games. Ribbon 
Road from Mario Kart: Super Circuit 
(GBA) would definitely rock, even 
moreso if it was redesigned to take 
advantage of HD graphics. And, of 
course, new characters. Bring in Geno 
as a racer! Bring in Bob-ombs as a 
racer! Bring in Kamek as a racer! The 
possibilities are endless! (Or at least, 
that’s my take on it.) - TERRY 
WOOD 

"You get a kart! You get a kart! 
Everybody gets a kart!" 


GET IN TOUCH! 


Have a question? Need to change your subscription’s 
address? Want to submit a letter to the NF Inbox? 
Use the "Get in Touch!" box at NFMagazine.com! 


I'd love to see actual Battle tracks 
instead of using courses for it. Also, it 
would be kind of cool to see new 
weapons (or old ones that they didn’t 
use) introduced into the game as DLC. 
That would force racers to have to 
adjust their strategy if, for example, 
the POW block was re-introduced, or 
maybe you could spit out Goombas 
that would be like banana peels, but 
mobile! - BRIAN LOUZON 

Never mind the DLC, we're totally 
digging the Goomba idea in general! 


Ei Facebook.com/NintendoForce 


The first thing | would want from 
Mario Kart 8 DLC is items. There are a 
lot of classics that weren't included in 
the base game, and I'd love to see 
them reappear! Whether it's the fake 
item boxes or Bowser's Shell, some 
more variety would be lovely. I 
imagine these would be exclusive to 
local multiplayer matches, but if 
Nintendo allowed them to appear in 
online games hosted by people who 
own the content, it would make 
buying them an absolute must – a 
great opportunity to make some cash. 
- LILITH CATHCART 


If | don't get my hands on that new 
Mercedes kart soon, | don't know what 
I'll do! - ADMAN ABOU-NASR 
Good news for you, then! Nintendo 
of America and Europe have both 
confirmed that it's coming! 


@NintendoForce on Twitter 


0 YouTube.com/NFMagazine 


COMIC BREAK 


VIDEOLAND 16 UNVER ATTACK... SOMEHOW, MOTHER BRAIN’ FORCES 


HAVE GROWN STRONGER THAN EVER! 


MY PARENTS, QUEEN LANA AND KING KEENE, HAVE 
LED THE (N TEAM? INTO AN UNWINNABLE BATTLE. 


2 


4 


A | 
JA ALL HOPE SEEMS LOST... 


BUT 1 WON'T STAND BY 
ANV WATCH MY WORLD 
FACE DESTRUCTION. 


ت 


WITH MY FATHER, ZAPPER 
ANV BELT, I WILL LEAD А NEW 
TEAM OF HEROES TO VICTORY. 


BY MARK KELLY 
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How NINTENDO CHANGED THE ЕЗ GAME 


The Big М5 refusal to play by the expo's usual rules resulted in a major win in LA this year. 


NINTENDO’S APPROACH TO 
online information distribution is ever- 
changing, especially when it comes to 
their Nintendo Direct presentations. 
We've seen the company go from 
straightforward video features to 
segments that delivered important 
information in whimsical and enter- 
taining ways - so when it came time 
for Nintendo's E3 showing, we all 
expected them to continue this evolu- 
tion and put together something really 
special. 

While the Internet was full of 
endless speculation about Nintendo's 
E3 showing, it was the tone of 
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the company's Digital Event that really 
blew everyone away. Nintendo found a 
unique voice that was able to cut 
through all the noise that E3 is known 
for, which cemented its spot above the 
others during this year's big show. 
Nintendo's E3 2014 kicked off with 
their Digital Event, which was the main 
attraction for fans the world over. This 
is where we all turned to see the big 
surprise games and to get a look at 
other titles that have been long in 
development. Of course, Nintendo 
delivered on that front, but it was how 
they delivered that really made the 
Digital Event something to remember. 


While most of E3 is filled with stiff 


suits discussing sales and Michael Bay- 


like introductions for upcoming 
games, Nintendo used humor and a 
real human approach to create a pre- 
sentation unlike any other. This Digital 
Event showed that not only is 
Nintendo aware of what its fans want, 
they also know how to have some fun. 
Describing Nintendo's Digital Event 
sounds like what you'd find in a fan- 
fiction tucked away in some dark 
corner of the Internet. The show 
kicked off with a stop-motion presen- 
tation put together by the Robot 
Chicken team, complete with a toy 


Reggie and a cast of Nintendo's fran- 
chise stars. Smash Bros. Wii U/3DS 
burst on the scene with an over-the- 
top choreographed fight between 
Reggie and Nintendo President Satoru 
Iwata. We even got to see a sneak 
peek at what Shigeru Miyamoto was 
working on, complete with a blurred 
screen and a hidden camera-style 
viewpoint. The entire presentation 
was peppered with little touches that 
showed just how closely Nintendo 
pays attention to its fans. The ability 
to poke fun at themselves with jokes 
about too many Mario games while 
paying tribute to the Luigi Death Stare 


from Mario Kart 8 made us all realize 
that Nintendo truly does care about its 
fans. 

That digital love continued on via 
Nintendo’s Treehouse Live coverage. 
Nintendo finally decided to let their 
devs run amok at ЕЗ, which gave birth 
to three full days of livestreaming 
coverage of upcoming titles for Wii U 
and 3DS. Nintendo’s devs are usually 
hidden away within the walls of their 
development buildings, but for E3 they 
were front-and-center. We got to learn 
about Nintendo’s next big titles from 
the people within Nintendo who are 
working on them! This provided deep 
looks into titles that just wouldn’t be 
possible with other people. Every 
single minute of each Treehouse Live 
presentation was jam-packed with 
more info than a Nintendo fan could 
ever process – let alone taking in 
three days' worth of it. To think that 
Nintendo pulled off all this live- 
streaming coverage without a hitch 
still boggles the mind. 

While seeing new game footage 
through Treehouse Live was fantastic, 
it was the connection that Nintendo 
made with these streams that really 
made for something special. You could 
see the passion that Nintendo's devel- 
opers have for the projects they work 
on. You got to see the human side of 
game development - the excitement 
of these people as they got to show off 


the content they've been laboring over 
for months now. The localization team 
within Nintendo of America really does 
love their work, and they came off as 
true Nintendo fans. 

Nintendo may have wowed with 
new games and details, but it was that 
direct connection with fans that 
helped them steal this year's E3. 
Nintendo seems to have finally found 
the sweet spot with the "Direct" 
approach they've been aiming for. 

This coverage brought developers 
and fans together for an 

entire week, making us 

feel like one big family. 


ж 


“Nintendo really 
outdid themselves at 
this year’s ЕЗ. Their 
Digital Event and 
Treehouse Live 
features showed that 
special Nintendo 
touch that made mea 
lifelong fan years ago!” 


- КЕУІМ С. 


А SMASHING SUCCESS 


Gonzalo “CT ZeRo” Barrios emerges victorious in the 
world’s first Super Smash Bros. for Wii U tournament. 


AS IF NINTENDO’S £3 show floor coverage wasn’t enough, the 
company also took over the Nokia Theater to bring us a livestreamed 
Smash Bros. Invitational tournament! This gave us a first-hand look at 
Super Smash Bros. for Wii U in a competitive environment. 

Intense four-player battles filled the arena, helping to bring the 
capacity crowd to a fevered pitch. What’s more, Nintendo smartly 
involved the live audience in the action by giving each on-looker a 
flipbook of character portraits – they then used them to flip to the 
image of the fighter they thought was best in each match (except for a 
few odd fans, who kept their books flipped to Pikachu regardless of 
what was actually happening on-stage). There was even a surprise 
celebrity battle late in the tournament with fan favorite Zelda Williams! 

The smashing ended with an epic one-on-one battle, as underdog CT 
ZeRo's Zero Suit Samus beat heavy favorite Hungrybox's Kirby (in 
Sudden Death, no less). All in all, the Invitational was an absolutely 
perfect event to showcase the all-new Super Smash Bros. for Wii U. 


SEMIFINALS) 
FINALS) 


ёту 
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COLLEGCGIORS CORNER 


PINS IN JAPAN 


New overseas exclusives - for Club 
Nintendo members only. 


JAPAN GETS ALL the good stuff. That’s held true for a long 
time, and the tradition continues with this exclusive pin set for 
Club Nintendo Japan. And these are not Platinum rewards – 
just regular additions to the store. 

Spending 250 points will net you a Pikmin, Zelda or Kirby 
pin. The Kirby pin shows the four stars of Kirby's Return to 
Dream Land, the three original Pikmin (in various states of 
flowering) grace the Pikmin pin and Toon Link is shown attack- 
ing against a shield background on the Zelda pin. 

When | first saw this set, | figured the Zelda pin would be 
the toughest to attain, but it's turned out that Kirby has been 
the rare one. Each metal pin is of very high quality, and 
they've been released in only a very small quantity. If you want 
one of them, your best bet is to search for them on Yahoo 
Japan Auctions. They sold out quickly from Club Nintendo 
itself, but each pin has been going for around $20 on Yahoo. 


MALLO MERCH 


The hero of Pushmo in plush mode. 


LIKE PUSHMO? LOVE CRASHMO? Can't get enough of 
that little guy Mallo who does all the pushing? On the 
Japanese site for the popular puzzle game series, there is a 
listing for goods that are to release in late August. Yup, 
Japan-only yet again. 

The listing shows a rubber strap, a traditional plush and a 
zipper-pouch plush. Rubber straps are popular collectibles in 
Japan - they're meant to hang from a cell phone or game 
system, and having a tiny little Mallo dangling off the end of a 
3DS sounds like a perfect fit to us. The pouch plush can hide 
accessories and hold an ID in the clear frame on his back. The 
larger, normal plush stands at about 10 inches tall and is really 
the star of the set. Because really, who doesn't want to give ol' 
Mallo a squeeze? 

There isn't any information about these heading outside of 
Japan, so if you want one, you'll have to use a proxy buying or 
bidding service. More info about how to accomplish this, as 
always, can be found at my site, videogamemm.com. 
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THE ORIGINAL POKEMON STARS 


Nendoroid and Nintendo’s next collaboration comes from Kanto. 


THE POKEMON TRAINER has not been announced to be returning for the new Super Smash 
Bros., and likely won’t be due to Charizard being his own playable character this time around. The 
love for the original Kanto adventurer lives on though, as the Good Smile Company has announced 
a Nendoroid likeness of him. (Luigi and Isabelle sold very well, and Toon Link’s pre-orders must 
look solid enough to explore Nintendo’s other popular franchises.) 

The Pokémon Trainer will come with many accessories, including three different faces, four 
arms, five wrists and three legs. The Pokédex, Poké Ball and Master Ball should also be great for 
posing. The best additions are the three Pokémon that will accompany him. The Kanto starters — 
Squirtle, Charmander and Bulbasaur - are all here and cohesive with the Nendoroid style. 

But there's a catch (pun intended) — this Nendoroid will only be available at Japan's Pokémon 
Center, and only for a limited time. Pre-orders went live between Мау 24 and June 29 for a 
September 27 release priced at 4500 yen (or approximately $50). That means if you aren't one of 
the lucky souls snagging it, you'll have to turn to other methods to try to complete your Nintendo 
Nendoroid collection this fall. Import shops may charge a premium for them because of the round- 
about process, meaning auctions could skyrocket as well. My advice? Start saving now! 


| Collector’s Corner is compiled by Brett Martin, the world record holder 


for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at http://www.videogamemm.com 


OVER THE YEARS, there have been a number 
of Mario toys, and among those, even a few 
action figures. However, for one reason or 
another – often due to Mario’s portly design - 
those figures have been limited in what they 
could do. In recent offerings from Banpresto/ 
Goldie, we've even seen picture-perfect sculpts 
which are ultimately little more than statues. 
Enter Bandai’s S.H. Figuarts Mario figure 
from Bluefin Tamashii Nations. This figure 
features about 16 points of articulation - making 
it the most articulated Mario figure ever, at least 
to date - and is capable of mimicking numerous 
poses from the games and various promotional 


A 99 


REVIEW! FIGUARTS MARIO 
Putting the plastic plumber through his paces. 


art. He does have some trouble achieving a full 
range of motion, but it’s far and above anything Y 
we've seen sporting the red "M" cap. k 

He also comes with numerous accessories, 
including a block, coin and Super Mushroom. 
More can be bought in additional accessory 
packs, featuring other items such as pipes, 
Goombas and a Koopa shell, as well as more 
blocks, coins and other features — so you can set 
up an impressive display straight out of the 
Mushroom Kingdom. 

Though it lacks some features we're used to 
from other Figuarts offerings, this is by far the 
best Mario figure we've ever seen. - DAVID 


BUYING IN BULK 
20115 DS hit Kirby: Mass Attack inspires an avalanche of 10 different Pink Puffball figurines. 


TOYS АКЕМТ ALWAYS timely, as you can see here - this "Tsumu Tsumu" set perfectly re-creates the Kirby cast from Mass Attack (just three years late). Ten Kirby figures, all with 
different expressions and poses, can pile up on a Warp Star for display. The set is slated for release in August, so they may be arriving in Japan just in time for you to read this! 
Several import shops have had pre-orders up for the set, so there are opportunities to buy it aside from Japanese auctions. There are several Tsumu Tsumu sets from Ensky 
of pop culture characters in Japan, but this is their first foray into the world of Nintendo. Let’s hope it’s successful so we could see more, with other Big N characters! 


NINTENDO PLUSHES... BY SEGA? 


The ‘90s console wars must truly be over if even toys have become joint projects. 


THERE’S ANOTHER SET of plush characters from 


Animal Crossing in the works from... Sega?! That’s right, 


Sega is producing a large Isabelle plush and some straps 
with characters from Animal Crossing: New Leaf. This set 
isn’t without precedent. There was a set of large plushes 
made for Super Mario Sunshine from Sega, and as Sega 
owns a lot of prize machines and UFO Catchers in Japan, 
they’re often looking for new stock to fill them. 


Isabelle, Tom Nook, Kapp'n and a Gyroid make up the 
three-inch mini-plush strap set, and the large Isabelle 
stands at nearly 15 inches. The plushes are slated for an 
August release and are likely to only be available in 
Japan. As they'll most likely only be prizes and not sold at 
retail, auctions are probably the only viable option for 
attaining them — unless you know someone in Japan 
who's good at working the crane game. 


өө 


JULY/AUGUST 2014 11 


KIDDIE NINTENDO 


Won't someone please remember the children? 


SO NINTENDO'S DIGITAL Event was a hit, the Treehouse Live presentations kept that 
momentum rolling for three days straight and the Super Smash Bros. tournament was a 
highlight — but, even after all of those, the company had one more meaningful facet of 
its approach to E3 this year: the Kids Corner! You may laugh and wave off the importance 
of a handful of youngsters getting to break the "no one under 18" rule of admittance to 
the E3 show floor, but it was another example of Nintendo being in tune with what (and 
who) matters right now. The Big N’s been accused of being "too kiddie" as a negative 
thing for years, but kids are precisely the people who will determine whether or not 
huge product launches like Amiibo take off or just crash and burn. 

The E3 Kids Corner honored its young attendees with unrivaled access to key execu- 
tives like Shigeru Miyamoto, play time on Nintendo’s demos, tons of free swag to take 
home and even an exclusive announcement - the kids were the ones who got to learn 
first that Fossil Fighters: Frontier is coming to America. Overall, another Big N win. 


Nintendo’s E3 showing 
was incredible this year. 


< 
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RETURN OF THE 
CUBE CONTROLLER 


Melee fan fretting over the control choices 


for Wii U's Smash Bros.? Worry no more. 


LET'S FACE IT - the controller choices for Wii U are a little over- 
whelming. You can use the GamePad. Or you can use the Wii U Pro 
Controller. Or you can use an older Wii Classic Controller, which is 
kind of like the Pro Controller, but a little different - and then 
there's the Classic Controller Pro, which is a separate product 
from the Pro Controller and the Classic Controller. 

Confused? Exactly. 

Nintendo's hoping to alleviate the headaches for players pre- 
paring for the new Wii U Smash Bros., though, with an approach 
that would seem to make the situation more complex - they're 
adding support for another controller. But this time it's the old 
GameCube Controller that's coming to Wii U, and its addition as an 
option should simplify things for many Smash fans. (Because it is 
far and away the most preferred control choice for longtime 
players of the Super Smash Bros. series.) 

A GameCube Controller Adapter will launch alongside the Wii U 
Smash for $19.99 later this year. It’ll let you use your old Cube 
pads for the new game, or you can grab new Smash-branded con- 
trollersfor $29.99. Lastly, there will be a $99.99 bundle that 
includes the adapter, one GameCube Controller and a disc copy of 
Super Smash Bros. for Wii U. 


"| was just about to pull the trigger on buying a 
set of four Pro Controllers to be ready for 
Smash, then this announcement was made. 
Now I'll just dust off the old controllers | first 
used for Melee back in 2001! Thanks for saving 
me some money, Nintendo" - LUCAS 


Unyeah? 


Hmm... поре, got 


nothing. E3 rocked. 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


CARD & PUZZLE EDITION 


CLASSIC GAMES OVERLOAD™ 


THOUGH IT WOULD have been an appropriate pick to be featured 
on the cover of this crossover-focused issue as well, we promoted the 
Or promising Professor Layton vs. Phoenix Wright: Ace Attorney to the 
denis lead position of our May/June issue, #9. It tied in well with our 
PROFESSOR — Father's Day theme for that one, so we went with it – even though a 
Z final American release date hadn't yet been announced as we went to 
press. Well, now we've got one. The worlds of Layton and Wright will 
collide in the States on August 29! (Check out our review back in #9.) 


NINTENDO SDs. 


LESS THAN ONE month later, the crossover game that 
is appearing on this edition’s cover will keep the franchise- 
fusion momentum moving. The Legend of Zelda series will 
be mashed up with Koei Tecmo's Warriors brand on 
September 26 in America. You can read more about it in 
our lead preview, starting on Page 32. 


AS THE CALENDAR then flips into October, the reigning king of 
crossovers, Super Smash Bros., will present the first of its two new 
editions. Super Smash Bros. for Nintendo 3DS will get the party 
started portably, and its release will be a unique one to watch - will 
it help or hurt the sales of the Wii U edition by being the first one to 
market? You can read more about both upcoming versions of the 
new Smash sequel starting on Page 48. 


NINTENDO SS 


3 RIN = m E 
ADS. 


NINTEN 
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WHILE NOT A crossover game itself (breaking our streak 
here), Bayonetta's new sequel will include some crossover 
elements - Nintendo character costumes that are usable 
in the original Bayonetta. That full game will be included 
as a free bonus when you buy Bayonetta 2 this October, 
and you can read more on Page 47. 


ARTISTICALLY ALIGNED EUROPEAN Pokemon fans have been 
enjoying this next new release on the American calendar already - 
launched on July 4 in their region. Aspiring painters of Pikachu in the 
States will have to wait until October, though, as Pokemon Art 
, Academy is ranking in as the latest release to make its Euro debut 
= much, much earlier. (Professor Layton vs. Phoenix Wright is in the 
same situation. It’s been available overseas since March.) 


dike * Golf 
kon games! 
AVAILABLE 
FOR IPAD 


WE'RE ALL ON the 
same page for these 
remakes, though, as 
they'll launch world- 


ОПЕРА RUBY wide on November 21. 


Read more on Page 41! 


AVAILABLE AT 


Nintendo 65һор 


CONTENT RATED BY 


к= = 


“Going into ЕЗ this year, Nintendo’s second half of 2014 was looking sparse. 
Now that we've got some more firm release dates established, though, it’s 
looking like a solid finish for this calendar year. The above releases will be 
followed by Super Smash Bros. for Wii U, Captain Toad: Treasure Tracker and 
the Amiibo figurine launch before jolly old Saint Nick is called into action again 
for his one annual night of work. Looks like a good lineup to me!”— LUCAS 


NINTENDO ESHOP DEVELOPERS 
may compete against one another for 
your hard-earned dollars, but they 
also share a significant amount of 
respect and admiration for each 
others’ work. The eShop developer 
community feels like a tight-knit 
family compared to, say, the culture 
of the iOS App Store (where fighting 
for visibility against 1.2 million 
other applications is chal- 
lenging). 

In February this year, 
Two Tribes teamed up 
with four other indie 
developers for the 
"Super Indie Connection 
Sale," to help promote each 
others' games. Two Tribes pushed 
their own Toki Tori 2+, while the other 
four games included BIT.TRIP Presents 
Runner2: Future Legend of Rhythm 
Alien by Gaijin Games, Spin the Bottle: 
Bumpie's Party by KnapNok Games, 
Mighty Switch Force! Hyper Drive 
Edtion by WayForward and Giana 
Sisters: Twisted Dreams by Black 
Forest Games. According to the pro- 
motion, if you purchased just one of 
these titles, you'd then get a 6096 
discount on all of the others. The pro- 
motion helped increase awareness 
and sales for all of the indie games 
involved, and it was great to see 
developers come together to support 
each other. 

Jools Watsham, the founder of 
Renegade Kid, is a big supporter of 
the connected eShop developer com- 
munity. Over the years, his company 
has earned a large Nintendo fan fol- 
lowing thanks to cult classics like 
Moon, Mutant Mudds and Dementium. 

Watsham explained, "The commu- 
nity of indie developers on the eShop 
is very supportive of each other. We all 
try to help promote each other's 
games on the various social networks. 
I think an important reason for this is 
because we all love what we do, and 
we love to see others put their heart 
and soul into the development of 
games. I want each developer to 
succeed, so they can continue 
pursuing their passion." 

Renegade Kid's website features an 
entire list of developer friends. Some 
of these companies include Nicalis, 
Shin'en, 5th Cell, WayForward, Two 
Tribes and Pixel. АП of these compa- 
nies have developed or published 
games on Nintendo's eShop services 
at one time or another. 

"When we travel to media events, 
such as PAX and especially Nintendo 
focused press events, І really look 
forward to seeing the other eShop 
developers and hanging out with them 
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after the event in the evenings, 
swapping stories of game develop- 
ment," says Watsham. "It's a special 
kinship we share that | cherish and do 
not take for granted." 

One good example of this kinship is 
a recently Kickstarted real-time 
strategy game called Hex Heroes, in 
the works for Wii U. Hex Heroes 
Secured cameos from several other 
popular eShop games, even as an in- 
development project that hadn't yet 
been fully funded - characters like 
Juan from Guacamelee!, Max from 
Mutant Mudds, Rusty from 
SteamWorld Dig, The Drifter from 
Hyper Light Drifter and even Shovel 
Knight will be showing up as playable 
warriors in Hex Heroes. Being able to 
announce these crossover character 
appearances helped build more 
awareness of the game's Kickstarter 
campaign, and it ultimately met and 
exceeded its initial $80,000 funding 
goal - thanks, in large part, to the 
support of the greater development 
community lending both those charac- 
ters for cameos and getting the word 
out with their own fans on behalf of 
Hex Heroes' developer, Prismatic 
Games. 

These allies aren't just helping one 
another through combined discount 
promotions, sharing the love on social 
media or even lending characters, 
though - there have even been 
several occasions when teams have 
worked with one another to actually 
accomplish the behind-the-scenes 
programming and design work of 
actual development. 

Take Romino Games, known as the 
company behind Swords and Soldiers 
for WiiWare – they'd later team up 
with Two Tribes to port the game to 
the Wii U eShop. 

Another example is the upcoming 
Affordable Space Adventures, which is 
a joint collaboration between two 
eShop developers: Nifflas Nygren 
(Knytt underground, NightSky) and 
KnapNok Games (Spin the Bottle). The 
developers are combining their 
strengths to create a game neither 
could achieve alone. 

Most Wii U owners know Broken 
Rules for Chasing Aurora, one of the 
Wii U eShop launch titles – but the 
studio is also responsible for porting 
the critically acclaimed Guacamelee! 
to Nintendo's console (you can read 
our review on Page 23). Broken Rules' 
experience with Wii U is why Drinkbox 
Studios asked them for assistance 
with handling the port – Drinkbox has 
mentioned in interviews that it would 
have been difficult to ship the Wii U 
version without the help. 


Most fascinating is WayForward's 
relationship with the rest of the devel- 
oper community. Mighty No. 9 devel- 
oper Inti Creates is handling some of 
the development behind 
WayForward's Shantae: Half-Genie 
Hero - the Mighty No. 9 Kickstarter 
page even shows artwork of Beck and 
Shantae high-fiving over that 
announcement. (This was not the first 
time that Inti Creates and WayForward 
worked together - they'd previously 
collaborated on Shantae and the 


Pirate's Curse, which is due to arrive 
in Nintendo's eShops soon!) 

The WayForward connection con- 
tinues with Yacht Club Games, which 
was founded by former WayForward 
employees. Yacht Club offered the 
Mighty No. 9 developers advice and 
encouragement when creating their 
Kickstarter. The two developers 
started a crossover contest where 
fans could submit artwork featuring 
the main characters from both games 
crossed together with the hashtag 


stShovelMight. Mighty No. 9's 
Kickstarter page explains, "Shovel 
Knight's beginnings, much like Mighty 
No. 9's, lie in a love for the games of 
yesteryear, aided by a wildly success- 
ful Kickstarter campaign." 

Tic Toc Games is another small 
indie developer made up of former 
WayForward employees who worked 
on games such as Shantae, A Boy and 
his Blob and DuckTales: Remastered. 
They're working on a 2D Wii U adven- 
ture game called Adventures of Pip. 


unfortunately, the developers at Tic 
Toc weren't able to reach their initial 
Kickstarter goal, but they plan to re- 
launch their campaign with hopes for 
more success in the future. 

There have even been times when 
one developer has actively recruited 
another to come create for Nintendo's 
eShop - for example, Notion Games 
was interested in bringing Super Ubie 
Land to Wii U. Ackk Studios was a 
friend of Notion Games, and they 
helped Notion with becoming an offi- 
cially licensed Wii U developer. Soon 
there were discussions about poten- 
tial crossover collaborations on music 
and gameplay between Super Ubie 
Land and Two Brothers from Ackk 
Studios - one crossover example was 
having Two Brothers' Roy Guarder ask 
Ubie in Super Ubie Land to collect 
secret jewels. 

Brian Allanson from Ackk Studios 
explained, "It's great having friends 
who also make games because it's 
important to nerd out about your 
work with people who get it — not just 
people who are impressed that you're 
actually doing something with your 
life. Plus, seeing what everyone else is 
developing is fantastic motivation!" 

When you're a small studio like 
Ackk Studios, it's helpful to receive 
valuable advice from industry 
veterans. Yacht Club Games shared 
their veteran experience with Ackk 
Studios about dealing with publishers 
and other industry related issues. The 
two studios met at PAX 2013, and this 
new friendship resulted in Shovel 
Knight making a cameo appearance in 
Two Brothers. 

Allanson explained, "We had met 
Sean, Erin and Nick of Yacht Club at 
PAX East in 2013 and instantly fell in 
love with the look of Shovel Knight. 
They came and checked out Two 
Brothers and had gotten excited about 
the look of it. After we bonded a bit 
over pixel-art games, we got to talk 
about having the Shovel Blade as a 
hidden weapon in Two Brothers. They 
loved the idea right away and let us do 
with it as we wanted. They're fairly 
more experienced than we are in the 
industry, and they've offered us 
expert advice on publishers and 
various other things." 

Two Brothers and Hex Heroes 
aren't the only times where Shovel 
Knight has appeared in other develop- 
ers' games. Armillo is a 3D rolling- 
puzzle platformer that was recently 
released on the Wii U eShop, and it 
features an amusing cameo appear- 
ance from Shovel Knight. James Saito 
from Fuzzy Wuzzy Games says that 
they first met and talked with Yacht 
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Club Games at Nintendo’s Booth at 
PAX 2013. 

Saito says, "Our sound designer 
was the one who approached them 
about using Shovel Knight as a cameo 
in our game, and they thought it was a 
cool idea. They had the idea of having 
Shovel Knight appear and shovel 
Armillo around. Later on, we eventu- 
ally got in contact with them and they 
shared some of their 2D and audio 
assets, then placed Shovel Knight into 
our retro level. We went back and 
forth (with some visual glitches on our 
side), then all was good. One thing 
that they initially suggested was a 3D 
model of Shovel Knight, but at the 
time we didn’t have a 3D artist on our 
team so we unfortunately weren’t able 
to do that. We didn’t contact them 
much than at those times — they were 
pretty busy guys! But they were such a 
great team to talk to!" 

Two eShop developers named 
RCMADIAX and Nami Tentou entered 
into a partnership to combine the 
worlds of Blok Drop U and Ping 1.5+. 
This deal would bring Blok Drop 
U-themed stages to Ping 1.5+ and 
Ping-themed stages would be offered 
as extra content to Blok Drop U 
players. 

Michael Aschenbrenner says, 
"Funny story how me and Christopher 
from Nami Tentou started talking 
about a Blok Drop U/Ping collabora- 
tion. When | first started marketing 
Blok Drop U prior to release, | would 
frequently run Google searches to see 
what people were saying about it. One 
day a news story came up announcing 
Ping 1.5+, and it listed "RCMADIAX" as 
the developer. Of course, knowing 
nothing about the game, | clicked on 
the link and did some research. It 
appeared that the author mixed our 
two games up since both feature 
colorful blocks. Chris and | had a good 
laugh about it and we both started 
talking about how much fun it would 
be to create some kind of cross pro- 
motion for the two titles. And the rest 
was history as they say!" 

For many eShop developers - and 
especially Web Framework developers 
- the Wii U might be the first time that 
most garage developers have ever 
developed for a console, period. 
Aschenbrenner says that it’s impor- 
tant for developers to help each other 
with transitioning from PC/mobile to 
consoles. He believes that working 
together offers benefits in both mar- 
keting as well as technical aspects of 
game development. 

"| think it's very important that 
indies work together and help each 
other out along the way. Very few of 
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us can afford to spend money on 
advertising, so most of our promotion 
is self-funded. Collaborations are one 
way we can spread the word about 
two different titles to two possibly dif- 
ferent customer bases and expand 
from there," says Aschenbrenner. 

He continues, "It doesn't stop at 
content either. As we speak, there are 
indie developers helping others out on 
technical aspects, to get features such 
as Miiverse stamps and online leader- 
boards out to the rest of us that don't 
have the background to pull those off. 
I'm excited about what the future 
holds for us." 

Although developers share mutual 
respect for each others' work, they 


THE DRIFTER 


are still competitors running a 
business, and the eShop's competition 
has rapidly grown over the past year. 
There are more developers jumping 
on the eShop bandwagon thanks to 
Unity, Web Framework and Construct 
2. Kickstarter has made it easier than 
ever to buy development kits and fund 
an indie game for the Wii U or 3DS. 
This means that everyone will need to 
work harder at marketing their games 
and fighting for visibility. 

Abraham Lincoln was once quoted 


as saying, "Do I not destroy my 
enemies when | make them my 
friends?" Perhaps the smartest 
business move is to collaborate with 
the companies who are competing 
against you for space on the eShop's 
front page? In a cutthroat industry like 
video games, there's no such thing as 
having too many friends. You'll need 
all of the friends that you can get 
when you're a one-man Web 
Framework developer competing 
against much bigger studios. 


THE ЕЗ 2014 NINTENDO ESHOP REPORT 


Retail titles took the lead in LA this year, leaving little room for major eShop news. Still, there were a few standouts. 


GUNMAN CLIVE 2 REVEALED 


HOW MUCH SUCCESS can one man have? Bertil Horberg is on a mission to 
find out, as he’s now prepping a much more feature-packed sequel to his original 
bite-sized chunk of 3DS eShop gaming goodness, Gunman Clive (which he created, 
essentially, all by himself). If you haven't played the original yet, it’s only $1.99 to 
right that wrong right now – and that tiny price tag has led to huge sales for 
Bertil, as thousands of 3DS owners have been willing to give the Mega Man-esque 
platformer a try for such a small spend. No word yet on how much Gunman Clive 2 
will cost, but it won’t be quite as light on content as its predecessor. 


— ғо -- > > 


EARTH'S CITIZENS? SAVED 


WHEN WE LAST looked at Eden Industries’ Citizens of Earth back in Issue #7, its 
future was uncertain - creator Ryan Vandendyck (formerly of Next Level Games) 
had helmed a Kickstarter campaign to fund the game, and its goal had not been 
reached. Thankfully, that sad story has the happiest ending possible - the game 
attracted the attention of a publisher, and with Atlus now the brand that’s pre- 
senting the game, the EarthBound-like RPG has a second lease on life. 

Citizens of Earth will be coming to both the 3DS and Wii U eShops this Fall. As 
for what you can expect from the game, other than general EarthBound-ness? A 
story that casts you as the new Vice President of the World and tasks you with 
forming a fighting force of like-minded citizens to bring sanity back to the planet. 


A.N.N.E Comes To Wii U 


INCREDIBLE-LOOKING KICKSTARTED games bound for Nintendo systems 
are becoming so plentiful that it's hard to keep up - and yet, A.N.N.E was still a bit 
of a question mark before E3 reassured us that, yes, it’s coming to Wii U. This pix- 
elicious Metroidvania completed its fundraising campaign still $40,000 shy of the 
mark needed to assure a Wii U version, but Nintendo must have swooped in and 
met with its creators quickly to guarantee it. Take that as further evidence that 
Nintendo's eShop team is absolutely still on their A game, reaching out to all of 
the most promising indie developers out there and lending their support. 


SHANTAE’S TWICE CURSED 


FINALLY, ANYONE WHO’S been following the development of the 3DS-bound 
Shantae and the Pirate’s Curse must have been questioning just what in the world 
was taking it so long to be finished — its original release date estimates came and 
went ages ago, and even Shantae’s "Dad," Matt Bozon, wasn’t breathing a word as 
to why it had been so long in coming when we interviewed him in our last issue. 
(Though, to be fair, he was probably being distracted by his actual children.) 

Well, the secret’s out – Shantae's 305 debut was pushed back because Pirate's 
Curse will actually serve as her Wii U debut as well! The game is now on track for 
a dual release, and the extra time has been poured into upgrading the visuals for 
the HD home console version. We'll have much more on Shantae next time! 
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DuckTales X Castlevania 


Mega Man 


PVE BEEN AT this gaming thing for a long time, 
and as it's grown and evolved over the years, there 
is still a special sort of feeling associated with 
games from the era of the NES and Super NES. 
More than just simple nostalgia, there's a certain 
quality — an "it" factor, of you will – that many 
retro-styled games try to capture, but only a select 
few manage to succeed. 

Shovel Knight is one of those games. 

It's no lie; in not only playing Shovel Knight, but 
watching it be played by my wife, 1 had this striking 
sensation that brought back the feelings | had 
when first playing great new titles such as Super 
Mario Bros., Castlevania, Mega Man and others 
back in the day. It felt good. 

But to dig deeper (cue rimshot) into why, let's 
take a look at the different elements Shovel Knight 
brings to the table. 
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Through the benefit of hindsight, the folks at 
Yacht Club Games have effectively been able to 
look back on an era of gaming long past and essen- 
tially cherry-pick some of the finest choice attri- 
butes many games of the day brought to the table, 
bringing them into the modern era with a fine 
polish which essentially reestablishes an old bar, if 
not set a new one. 

Fortunately, nothing is especially blatant, as 
everything blends together with a cohesiveness 
which allows Shovel Knight to stand on its own, 
even despite familiarity creeping up at various 
moments throughout the adventure. One could 
argue that there is a fine line between deriving 
inspiration from something and flat-out lifting from 
it, and Yacht Club seems to have their feet firmly 
planted on the side of the former. 

One familiar aspect comes in the form of the 
foes Shovel Knight sets out to vanquish, the Order 
of No Quarter. Eight distinctively-themed Knights 
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rule over various domains throughout the country- 
side. Each is unique, bearing a related name in a 
manner resembling the Robot Masters of Mega 
Man. Aside from occupying a level related to their 
respective theme, that is where the similarity ends. 

Rather than choosing from one of the eight, you 
are instead only allowed to take on two or three 
levels at a time, which are among the destinations 
you're able to select from a map screen which 
bears a resemblance to those found in Super Mario 
Bros. 3 – right down to foes whose traveling is 
reminiscent of the Hammer Bros. And while you're 
still able to acquire new weapons and equipment 
from each level, they are not gained from defeating 
the boss at the end - it's up to you to find the 
artifact hidden in a chest somewhere deep within 
the secret passages of each level. 

Incidentally, if you should miss the artifact, 
there's no need to worry; the game kindly makes it 
available to purchase from a merchant in the 
nearby town upon completing the level. Or, if you're 
up to the challenge, you can simply forgo the arti- 
facts altogether as you try to perfect your best time 
in a speedrun. It's flexibility like this that allows the 
game to be enjoyed in a variety of ways. 

Though Yacht Club has paid homage to the NES 
with Shovel Knight (with a few technical cheats 
here and there, they will admit), the game doesn't 
feel like just a straight-up reproduction of the 
games of the era. Rather, it tends to feel more 
evolved, taking the aforementioned years of 
growth and insight and turning the benefits back 
on the source material. 

One such instance of this is in the lives system 
implemented. Simply put, there are none - you can 
die over and over to your (or Specter Knight's) 
heart's content, but the game will never be over. 
Instead, you'll lose a good chunk of your hard- 
earned cash and be placed back at the last check- 
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point you crossed (provided you didn’t opt to 
destroy it). On some occasions, the location of 
one’s demise might make retrieving your lost loot 
seem impossible, though in some cases, there are 
ways around it (such as using your fishing rod to 
pull the moneybags out of a pit). 

That said, you are indeed likely to die a lot. 
The stages are each quite long, especially 
compared to a Mario or a Mega Man game (there 
are about five to six checkpoints per level on 
average), and tend to be filled with quite a chal- 
lenge along the way. For the most part, these are 
firm but fair, drawing more from a keen sense of 
appealing level design that draws you in thana 
holdover from when games sought to part 
gamers from their quarters. 

There are some exceptions, few though they 
are. One particularly egregious example comes in 
Treasure Knight's stage, where you're forced to 
jump from one lowering/rising anchor to the 
next. Here, jumping to an anchor when the 
platform isn’t visible means instant death, even if 
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it’s off the screen by a single pixel. Knowing this 
kind of rule makes the challenge easier to 
overcome, true, but such knowledge generally 
comes after making a painful discovery. 

Shovel Knight is available on both Wii U and 
3DS, and the second screen is a handy tool to 
have in both versions — particularly when it 
comes to needing a quick weapon swap. 

Wii U owners will find they can play with the 
standard assortment of controllers besides the 
GamePad - from the Pro Controller to the Wii 
Remote held NES-style - and it also allows for 
Miiverse sharing of tips and tricks by way of notes 
left throughout the land. 

The 3DS version has its own exclusive features, 
too: allowing you to record a snippet of gameplay 
and using it to challenge others through 
StreetPass, and letting your saved-up 3DS Play 
Coins be exchanged for in-game gold. 

I could go on and on about this game, but put 
simply, Yacht Club Games has knocked this one 
out of the park. If you enjoy classic platforming, 
there is no reason you shouldn't try this game. 

Now, can you dig that? - DAVID 
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He'sa Shrinky Link! 
THE LEGEND OF ZELDA: 
THE MINISH CAP 


19875 ORIGINAL ZELDA was one of the first games | ever played for the 
NES, and І immediately associated Nintendo’s Seal of Quality with Link’s epic 
adventure series. But if you had told me as a young child that Capcom would be 
the ones to create not one, not two, but three solid Zelda games in the future, | 
would have thought you were crazy. Well, the crossover between companies 
happened just after the turn of the century, as Capcom and Nintendo collabo- 
rated for two Game Boy Color titles - 20015 Oracle of Ages and Oracle of 
Seasons, both of which were hits. Those two adventures then paved the way for 
one of the best portable Zeldas of all - 2005's Minish Сар on GBA. 

Right off the bat, it’s clear that The Minish Cap isn’t your typical Zelda game. 
Although Capcom played it rather safe by emulating the basic style from Link's 
Awakening, the world of Cap is a distinctly different tale. There’s no Ganon (he’s 
instead replaced by the enthusiastic Vaati, whose origins are revealed through 
this story), and the color scheme is the brightest the Zelda series has ever been 
— with some help from the Game Boy Advance hardware, of course. 

This is one of the most streamlined Zeldas ever made, and getting started 
with your quest happens almost instantaneously. It also gives you a generous 
helping of exploration on two different scales - once you obtain the titular 
power (compliments of the adorable Picori race), you’re granted the ability to 
shrink in size. As a tiny Link, you can then get into all sorts of nooks and 
crannies, opening up completely new areas. 

Towns and dungeons are perfectly designed, to the point where you'll want 
to look around and find everything there is to find. The vibrant style helps 
really make these locations stand out as well. "Kinstone" collectibles spur 
questing, as grabbing a number of them will open up certain areas on the 
world map - leading to goodies like Pieces of Heart and Rupees. It's a small 
nuance for sure, but it helps keep players goal-oriented while still allowing for 
the cryptic feel the series is known for. 

Streamlined goodness is pretty much the best way to describe Minish Cap. 
There's hardly an area, boss or puzzle that will really slow you down, and there 
isn't a part of the game (like the Water Temple in Ocarina of Time, for instance) 
that 1 can really sit down and say I dislike. Every zone has its own unique feel to 
it and makes its mark on the experience in its own way. It's magical. It's how a 
Legend of Zelda game really should feel. 

The Minish Cap doesn't look or feel like your typical Zelda, but 
the vast majority of what made the series so great is here, and 
then some. If you haven't had a chance to play this gem yet 
because of its unfortunate arrival at the twilight of the GBA's 
life cycle, playing it now through Wii U VC is the perfect way to 


get caught up. - CHRIS 5) 
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4- Pac PAC-MAN COLLECTION 


PAC-MAN COLLECTION has now come to Virtual Console on 

wii 0, and it’s still a blast to play through. First up, of course, is the 

original Pac-Man - allowing you to endlessly chomp on Power Pellets and 
fleeing ghosts. It still proves to be tons of fun. What this version did right was 
giving you the classic arcade view, which looks even better оп а TV. 

Pac-Man Arrangement is the place where things get interesting, as you have 
a select number of stages, each with its own unique environment. It also 
includes Kinky, a fresh addition to the ghost group who can merge with other 
ghosts to enhance their Pac-chasing powers. 

Pac-Mania is the next game, featuring a pseudo-3D feel. It plays the same as 
the others, but Pac-Man can jump, and the experience is driven by an annoying 
camera. Thanks to its narrow scope, you won't get a good view of the map, 
which will frustrate you. 

Last but not least is Pac-Attack, which is a puzzler that was first released on 
the Super Nintendo. It mixes various Tetris-ish elements together for an inter- 
esting package and features, next to a normal mode, 100 puzzle stages to play 
through. The only shame here is the presentation, which doesn't do anything 
special to really stand out. 

What is a bigger shame is that high scores don't get saved, forcing you to 
write them down or post about them on Miiverse. That's far from ideal, but it 


won't stop you from enjoying some 
time with the Pac! - DAAN ORIGINAL RELEASE: GBA, 2001 
PUBLISHER/DEVELOPER: BANDAI NAMCO МШ 


Primitive Platformer 
PAC-LAND 


A MOVES PAC-MAN to the 
right, B to the left and the D-Pad 
is for jumping - yeah. Though 
true to one version of the 
Pac-Land arcade game, you'd 
think they'd have adapted the 
joystick version instead. The 
clunky interface can be allevi- 
ated slightly by mapping A and B 
to the shoulder buttons, but it 
isn't enough to save this port. 
Play a different Pac. - DAVID 
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The Great Escapes 


WARIO LAND 4 


PLATFORMERS FEATURING MARIO’S flatulent counterpart Wario have 
always been more experimental than the red plumber’s standard adventures, 
and Wario Land 4 continued this trend with great success. 

When an ancient pyramid is discovered hidden deep in the jungle, Wario 
darts off to claim the treasure within as his own - trapping himself in the struc- 
ture in the process. The pyramid is split into four separate "worlds" (each con- 
taining four stages and a boss battle), which Wario must overcome to escape 
with the loot. Progression in Wario Land 4 deviates from the accepted norm of 
platform games, though - rather than reaching a specified end point in each 
stage, Wario must retrieve the key to unlock the next level and then race back 
to the stage's start point before a timer runs out (nabbing any valuable coins 
and gems along the way). 

Dashing back to the entrance is an ingenious way of giving the levels some 
variety - rather than being simple backtracking, grabbing the key often unlocks 
new routes and paths that make the mad rush to the end a lot more exhilarat- 
ing and interesting, particularly when there are treasures along the way to 
distract Wario from his goal. Successfully escaping a stage with a key allows 
Wario to continue to the next level, but to unlock the boss of each world, the 
player must find four pieces of a relic in each of the four levels to proceed. This 
gives Wario Land 4 a much more exploratory feel - levels must be scoured and 
puzzles solved to find each piece, utilizing Wario's transformations to reach 
every nook and cranny. Certain enemy attacks transform Wario into different 
forms (continuing the mechanic that began in Wario Land 2), such as a floating, 
puffy balloon when stung by a bee or a shambling zombie that can only be 
returned to normal by touching water or bright light. Unlike previous Wario 
titles, however, regular enemies can now do damage - this adds a little more 
challenge to the game than in previous titles, although the game's relative gen- 
erosity with health power-ups makes losing a life fairly infrequent. 

Several stages contain unique twists - one is themed around a board game, 
for example, with Wario bopping blocks along the way to roll the dice and 
manipulate the stage. Some levels are harder than others, but the game's non- 
linearity thankfully allows players to return to tougher levels later on. 

The game's animation is smooth and full of charm, with Wario himself 
bounding around each stage like an overweight toddler. The soundtrack is fan- 
tastic (if not a little bizarre), particularly during the impressive opening 
cutscene, and some extremely strange "songs" can be unlocked in the game by 
finding their CDs hidden in each stage (really, these need to be heard to be 
believed. They're weird.) 

Nintendo uses Wario as their guinea pig when trying out new platformers, 
and Wario Land 4 was most definitely a successful experiment. One of the GBA's 
best. - ROBERT 
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№ Dreams Allowed 


KLONOA: EMPIRE OF DREAMS 


KLONOA: DOOR TO PHANTOMILE is a game that jumped off its original 
PlayStation 1 disc and into my heart. It had it all — solid platforming, a cartoony 
charm and a vast world worth exploring. Some time later, it was re-released on 
the Wii, but in-between said original and its re-release was Klonoa: Empire of 
Dreams for the Game Boy Advance. In short, this was a side story that took 
place after the first game and before the second, filling in the gaps for the most 
dedicated of fans. 

Of course, since it wasn’t a main course, this hors d’oeuvre wasn’t as deli- 
cious as its predecessor - but it managed to forge its own identity and is worth 
playing all the same. For starters, it looks fantastic for a GBA game. Employing 
the tactics of 2.5D that were pioneered on consoles before it, Empire of Dreams 
displays its sprites confidently, while still providing solid platforming. 

Klonoa, the "Dream Traveler," deals with an emperor who has outlawed 
dreaming within his kingdom - a rule he promptly breaks, so he must destroy 
evil monsters as atonement. It's not quite as cheeky as Saturday morning 
cartoon material, and manages to strike some elements of seriousness that are 
worth exploring the cutscenes for. 

He once again employs his magic ring, which can be used to inflate enemies 
and chuck them at will. You'll use this mechanic to get extra jumps as well as 
standard attacks, which feels natural even after experiencing it for just a few 
minutes. Naturally, due to the vertical powers of Klonoa, puzzle-platforming 
comes into the mix - so don't expect to just rush through the entire game. 

Block puzzles are in, as is Klonoa's power to double-jump and float. While 
the combat isn't really at the forefront here, expect to do a whole lot of 
jumping and floating, which is just fine by me. Stages are cleared in the most 
traditional of ways - find three stars, get to the exit, repeat that cycle 40 times 
and you're done. There's only a minimal amount of power-ups and extras, so 
you're limited in the amount of exploration you can do outside of getting the 
optional gem collectibles. 

The only real hang-up I have with Empire of Dreams is the forced collection 
mechanic. While | generally enjoy looking around for every star, | didn't want to 
do that every single time to complete a level, especially if it was a level I didn't 
particularly like. Still, extra hoverboard stages and six boss fights help break up 
the monotony in a big way, and it helps that the core gameplay is rock solid. 

A total of 40 stages isn't a massive amount of stuff to trek through, but for a 
GBA game, the pacing is pretty much perfect. Empire of Dreams definitely 
deserves to be called a classic, and should appeal to platforming fans of all 
ages. If you haven't played a Klonoa game before, this is a great place to start. 
And if you're played the main entries but skipped over this GBA game, the Wii U 
Virtual Console is the perfect place to right that wrong. - CHRIS 
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Мо Pushmo 


PUSHMO WORLD 


PVE GOT A problem - I push Pushmo. I sing its 
praises. | talk about how wonderful it is. | try to 
convince every 3DS owner | see to buy it, and, if 
someone doesn’t own a 3DS, | then try to convince 
them to buy one so that they can then, in turn, buy 
Pushmo. 

Like | said, I’ve got a problem. 

| think my overzealousness for the first game in 
this series stems from the fact that, when it was 
released in late 2011, it seemed like it was going to 
be totally overlooked and ultimately ignored - so | 
started shouting from the Internet's virtual moun- 
taintops to do what I could to draw attention to it. 
But, as it turns out, | was worrying needlessly – а 
game as good as Pushmo couldn't help but find an 
audience, and soon enough it was well on its way to 
being one of the 3DS eShop's first smash hits. 

Roughly a year later, a sequel called Crashmo 
arrived (which we reviewed in our first issue). It 
changed the style of puzzling that our portly pro- 
tagonist Mallo was doing, though - so this third 
entry in the series, Pushmo World, is the first time 
the franchise has revisited the same kind of block 
pushing and pulling of the original design. 

It’s still magical. (And even more beautiful, now 
rendered in full HD.) The idea isn't hard to grasp - 
you're presented with a stack of blocks and need to 
make it to the top of them. By pushing and pulling 
the blocks in sequence from ground to sky, you 
build staircases of sorts for the sumo-ish Mallo to 
climb. The game eases you in with simple-to-solve 
starter levels, then layers on more complexity with 
each new puzzle you pass - later stages become 
crazily convoluted with the addition of gadgets like 
block-shifting switches and warp zone ladders. 


PUBLISHER: NINTENDO 
DEVELOPER: INTELLIGENT SYSTEMS 


The real magic in Pushmo (and now Pushmo 
World) happens when your pride gets the better of 
you. You're strutting along, clearing puzzle after 
puzzle with no problems at all. You begin to think 
that this game is all child's play, assuring yourself 
that you are an unappreciated genius who's just 
going to sail straight through to the end credits. 

And then you hit a wall. Perhaps even literally — 
you'll reach an impassable point in one of the 
stages that will have you scratching your head in 
confusion. You'll reset the stage, try to play it over 
again, and then get stuck a second time at the very 
same point. 

You'll get frustrated. You may get angry. And 
that's when you'll know that you're playing one e 
honestly wonderful puzzler. 

The game doesn't leave you stuck in those 
moments, as you can choose to bypass any that 
have you stumped at any time (you're just encour- 
aged to return to them later on). And that too is 
truly satisfying – when you admit defeat, but then 
come back later and find victory with a second try. 


Pushmo World's only problem is that it's too 
similar to the original game - its only new element 
is that some stages have all the blocks of the same 
color move together when you push just one of 
them. But it's hard for me to find much fault with 
an encore of my favorite 3DS eShop game. Pushmo 
was (and still is) wonderful on the handheld, and 
now Wii U owners will have to start listening to my 
mountaintop shouts too! - LUCAS 
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E Bernd, you are а giant floating pixel head! 


Breaking the Fourth Wall 


BIT BOY!! ARCADE is a very 

unique game - and while usually uniqueness is an enticing 
quality, that isn’t necessarily the case here. It’s not that Bit Boy!! 
Arcade isn’t enjoyable in some manner, but it does take an out- 
of-left-field approach to a very simple game mechanic. Its these 
design choices that end up making it more of a head-scratcher 
than a crowd-pleaser. 

At its very core, Bit Boy!! Arcade is your classic maze game. 
Think of titles like Pac-Man, where you play as a hero who runs 
through mazes in order to collect a specific item. 

In Bit Boy!! Arcade, you're out to collect the cube-shaped 
friends of Kubi, the main character. All you have to do is travel 
around the level and find your friends, collecting them all to open 
the exit. That’s pretty much the gist of the entire game, but it’s 
the execution that confuses. 

Instead of using the Circle Pad as default controls, you’re 
instructed to use A, B, X and Y to move right, down, left and up. 
(Not exactly my first choice for character movement, but at least 
you can use the D-Pad as well.) 

On top of this, level design makes it tough to decipher where 
you can and cannot travel. Sometimes you can travel along walls 
or lower yourself into holes, but you never quite know if these are 
options until you do them by accident. This lack of clarity makes 
the gameplay more frustrating than enjoyable most of the time. 

Bit Boy!! Arcade’s story is just as perplexing, as it breaks the 
fourth wall by having its real-life programmer, Bernd Geiblinger, 
play an integral part in the story. It’s all a very surreal experience, 
with just a few glimpses of interesting ideas. 

Unfortunately, none of it really comes together, 
making Bit Boy!! Arcade a unique but deeply 
flawed experience. - KEVIN С. 
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Mexican Metroidvania 


GUACAMELEE! SUPER TURBO 
CHAMPIONSHIP EDITION 


WHEN IT COMES to indie side-scrolling 
action, there’s been no shortage of 
"Metroidvanias," making it difficult for any 
one to stand out. That is, unless that game 
is Guacamelee!, an adventure rich in 
Mexican folklore with combat based on 
lucha libre wrestling. 

While the concept of a superpowered 
luchador who body-slams skeletons to a 
ranchera-electronica soundtrack is enough 
to draw anyone's attention, it's all superfi- 
cial dressing if the core game isn’t equally 
engaging. Thankfully, Guacamelee! doesn’t 
rely on its premise to be its sole source of 
entertainment - it's every bit as fun and 
exciting as the legendary titles from which 
it draws inspiration. 

As hero Juan Aguacate (and female 
luchador Tostada in the drop-in co-op 
mode), you venture through rustic villages 
and imposing temples, seeking techniques 
that can break through colored stones that 
block new paths. Each area presents envi- 
ronmental puzzles that force you to use 
your techniques in clever combination, like 
kicking off a wall, performing a mid-air 
dodge to pass through a deadly vine then 
executing a "Rooster Uppercut" to give 
yourself a vertical boost and grab an out- 
of-reach ledge. 

Your abilities pull double duty as both 
exploration and combat tools. By stringing 
normal attacks, throws and special moves 
together, you can create impressive combo 
chains. Normally, large combos don’t serve 
any significant gameplay function, but 
being able to clear а room with speed and 
finesse is just as exhilarating near the end 
of the game as it is at the beginning. 
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Whenever you learn a new technique, you 
don't just think how it can be used to reach 
hidden treasure, but also how it can be 
worked into your offensive strategy. This 
gives all of your moves a degree of utility 
that you don't often find in similar titles. 

But the biggest gameplay hook is that 
you can travel between the lands of the 
living and the dead with the push of a 
button. Like the Light and Dark Worlds in A 
Link to the Past, the living and dead worlds 
are similar in some respects, but twisted in 
others. Aside from the aesthetic changes, 
there are some platforms and obstacles 
that exist in one and not the other, requir- 
ing you to constantly swap dimensions in 
order to clear otherwise impassable gaps. 
There are even enemies that appear as 
shadows and can only be harmed by 
passing into the opposite world - although 
they can still harm you no matter which 
dimension you're in. 

As you can no doubt tell by the "Super 
Turbo Championship Edition" subtitle, this 
isn't Guacamelee!'s first release - merely 
its debut on a Nintendo platform. Included 
in this enhanced version is all the DLC from 
the previous releases, two new areas, a 
new boss and more. There's also a new 
ability called Intenso — fill up a meter by 
pumping up your combo count, then 
activate Intenso to gain a massive boost in 
strength and speed for a limited time. 
Together, these new features make an 
already incredible game that much beefier. 

If you threw all the Metroidvanias from 
recent years in the ring together for a no- 
holds-barred battle royale, Guacamelee! 
would stand victorious upon their battered 
bodies. Don't be surprised if this becomes 
the new yardstick by which future entries 
in the genre are measured. - TONY 
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It's Not Zelda, But... 


ITTLE DEW 


FOLLOWING THE ZELDA formula can be 
a dangerous path when creating a game, 
but with Ittle Dew, the developers at 
Ludosity have done an admirable job of 
crafting a fun, funny adventure title that 
playfully riffs on its source material. 

Washing up on shore and stranded on a 
strange island, Ittle Dew and her humorous 
fox/fairy companion Tippsie meet a shop- 
keeper named Itan Carver. The peg-legged, 
pipe-smoking pirate informs Ittle that he 
can help her get off the island - for a price. 
Thus, the ragtag duo sets off on a short 
journey full of vibrant visuals, challenging 
puzzles and, unfortunately, some lackluster 
combat. 

Ittle Dew features a whimsical and car- 
toonish presentation. Characters pop on- 
screen with strong black outlines and 
expressive portraits, making the hand- 
drawn world feel alive. There's playfulness 
here - like you're watching a Saturday 
morning cartoon - and that makes the 
world enjoyable to explore. There are a few 
stuttering issues with the framerate here 
and there, though it's nothing that overtly 
disrupts the flow of gameplay. 

Three items serve as the core loop for 
Ittle Dew: the Fire Sword, the Ice Rod and 
the Teleportation Staff. Each weapon has a 
specific dungeon based around its abilities, 
with the main dungeon requiring players to 
skillfully utilize the items together. 
Ludosity's team has done a great job of 
exploring the nuts and bolts of the three 
items, specifically in regard to puzzles built 
around their advantages. 

The Teleportation Staff serves as the 
best brainteaser and experimental device. 
Ittle can create green blocks with it, as well 


ЕҢ PUBLISHER/DEVELOPER: 
J LUDOSITY AB 


24 ISSUE #10: WHEN WORLDS COLLIDE 


as then magically 

moving to that spot by 

shooting herself with a 

green orb. Ittle needs a mirror - or a self- 
made frozen sheet of ice on a wall – to 
reflect the projectile back at her, demon- 
strating the nuances of the weapon. 

But she isn't the only person who can be 
teleported with a shot. Certain enemies are 
only overcome when transported onto 
spikes, showcasing the staff's diversity. 

Sorry to say, but combat is the weakest 
link of Ittle Dew. Striking enemies with the 
Fire Sword - or a tree branch - feels limp, 
with enemies failing to display any reaction 
to a swift hit. The omission of impact when 
iron strikes foes' flesh is a weird and prob- 
lematic decision which results in Ittle 
receiving more damage than expected. 

On the bright side, puzzles are the real 
name of the game for Ittle Dew. And 
Ludosity integrated a forgiving checkpoint 
system here, which alleviates a lot of the 
frustrations of fighting. 

The GamePad serves as a dynamic map, 
updating as Ittle explores each new tile in 
the overworld or a dungeon. (There wasn't 
much reason to utilize this feature outside 
the main castle dungeon, but it's still a 
welcome addition.) Off-TV Play is also avail- 
able in Ittle Dew, but with one painful 
stipulation: no sound comes out of the 
GamePad speaker. While Ludosity is prom- 
ising a future patch for this problem, the 
initial oversight is regrettable. 

So there are a few drawbacks to Ittle 
Dew - especially regarding the combat – 
but overall the adventure is so charming 
and quirky that it's hard not to adore it. 
There's just something about the music and 
visuals that swept me away and brought a 
smile to my face. It's a short experience 
that's both innocent and biting, but that 
works for Ittle Dew. - EVAN 


One Odd Ocean 
SQUIDS ODYSSEY 


THIS TALE OF a colorful gang of cephalopods on a 

mission to save their undersea world from a torrent of sentient 
ooze seems like a typical strategy RPG on the surface - move 
party members around the map, attack enemies in your strike 
range and then wait for your opponents to respond in turn. The 
twist is that instead of hopping across a grid and selecting 
commands from a text menu, you're slingshotting into your foes 
like a game of billiards. 

Controls for both the Wii U and 305 versions are identical - 
launch your squids by either pulling back on the left control stick 
or dragging the stylus along the touch screen. You control the 
angle and strength of the shot; the stronger the shot, the more 
stamina that gets consumed. Damage is dealt by launching 
directly into your enemies or ricocheting foes into one another, 
into spiked urchins or over ledges. Furthermore, each squid pos- 
sesses special abilities according to their class - Shooters can 
shoot nearby enemies, Troopers can stomp the ground to hurt 
anything in the immediate area and Healers can restore team- 
mates' health by bumping into them. 

But the most critical role belongs to the Scouts, who can dash 
a certain number of times while in motion, changing direction or 
striking an enemy multiple times without consuming additional 
stamina. Unfortunately, their ability highlights the shortcomings 
of the touch controls – while the stylus offers more fine-tuned tar- 
geting, the dash is assigned to the A Button, making it difficult to 
dash and reorient your trajectory simultaneously. 

With dozens of levels over several chapters - along with addi- 
tional characters and bonus levels to unlock — Squids Odyssey is 
certainly a chunky can of tuna. The campaign does start to drag 
on after only a couple of chapters, but if you approach the game 
as something to occupy small blocks of free time now and then, 
you'll be able to ride the wave of good vibes for weeks. - TONY 
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whe Skip turn 


Know Your Roll лвмшо 


ABAD FIRST impression is tough to overcome. Armillo begins 
with a chatty and text-heavy introduction, trying to build a narra- 
tive instead of focusing on the game's core 3D rolling platform 
mechanics. But once you gain control of the titular creature, 
there's a relatively fun experience waiting. 

Armillo mainly focuses on spherical 3D levels that intermix 
platforming action with slower puzzle challenges. The red mascot 
rolls throughout the planets in a ball, controlled tightly by the left 
analog stick. Enemies, narrow pathways and elemental obstacles 
stand in the player's path, creating a mildly difficult game that 
shines in these sections. 

unfortunately, though, Fuzzy Wuzzy Games tries to shake up 
Armillo with secret 2D stages, which must be uncovered in the 
3D-based levels. Annoyingly and frustratingly, a few must be com- 
pleted to proceed through the game. This requirement leaves a 
bad taste, especially considering the 2D stages pale in comparison 
to the planet-based environments. Armillo controls well while 
rolling around an open space, but in the side-scrolling sections 
everything feels messy and imprecise. 

In general, Armillo seems overdesigned, with a boring, 
overdone narrative and busy visuals. The graphics never quite feel 
cohesive, instead throwing together different styles that just don't 
match. It's like placing Super Mario Galaxy and Star Fox elements 
into a blender, ending with a passable but odd concoction. 

There's no doubt that Armillo is rough . . . but it's also quite 
fun once players get past the tutorial and can roll around the 
varied planets. Fuzzy Wuzzy introduces new mechanics pretty 
often in these 3D stages, and nothing outlasts its welcome. There 
also are twin-stick shooter sections that shine and enough collect- 
ibles to entertain any OCD players. 

Armillo is unique, presenting a fresh spin on 3D platforming 
mechanics. Too much gets in the way of enjoying it, 
though, and while the experience isn't ruined, it is 
held back from what it could have been. - EVAN 
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Get Out of There, Cat 


SCRAM KITTY AND 
HIS BUDDY ON RAILS 


ALTHOUGH IT MAY have one of the most 
confusing names in the Wii U eShop, Scram 
Kitty and his Buddy on Rails is actually 
fairly easy to understand from the first 
moment you pick up the GamePad. Your 
goal is to do two things – shoot tons of 
stuff, and save innocent civilian NPCs with 
a vehicle that must follow sets of rails. 

Oh, and there are cats. Lots of cats. 
Including your cat, appropriately named 
Scram, who has been catnapped by mice 
and stored away in a space station. Oh 
sweet karmic justice. 

Your ship is confined to walls and 
ceilings (which are always up for interpre- 
tation), where it will roll freely along until 
it hits the end of at track, at which point 
you can jump off and "attach" yourself to 
another wall. Think of Mario Galaxy's gravi- 
tation mechanic in 2D and you'll have an 
idea of what to expect. 

Scram Kitty is minimalistic, only offering 
a campaign and a set of challenge levels on 
top of either TV or Off-TV Play. Upon 
starting the campaign, most people will 
find themselves completely lost, as there is 
little in the way of an actual tutorial, even 
in the digital instruction manual that you 
can view from the Wii U's menu. 

Really, your only options are jumping, 
shooting and doing a little extra jump when 
pressing the button twice. From there, 
you're going to be doing a lot of rolling and 
a lot of rail-work. You'll have to constantly 
change the way you perceive traditional 
control systems as your point of view 
shifts, even though technically the camera 
is always displayed in a top-down manner. 
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It takes some getting 

used to, but really, the 
two-button system is spot- 

on and doesn't cause much fuss. 

About that Off-TV Play though - it's not 
really traditional in any sense. While you 
technically can just play on the Pad, you 
really need to be looking at the TV every so 
often to get the full experience, which 
translates the random cat lingo into some- 
thing more intelligible. The TV portion also 
zooms out constantly to give you a wide 
field of view that may come in handy. 

So how does the game actually play 
beyond this paradigm? Well, it's a very by- 
the-numbers action game that involves 
shooting down standard enemies while 
finding your way through each stage. The 
quality definitely varies from level to level, 
as some of them have worthy labyrinthine 
designs that are worth working through 
multiple times, and others have forgettable 
structures that are barely worth playing 
once. 

Guns can be cycled through for some 
variety, but they really feel too similar, and 
you'll likely find yourself cycling back to 
the default option more often than not. 
The enemies aren't all that pronounced 
either, and are strange when juxtaposed to 
the particularly cartoony cat designs that 
spring up constantly. 

Scram Kitty is a game that old-school 
retro gamers will eat up. Although it 
doesn't really go out of its way to do 
anything spectacular throughout the 
journey, its tough-as-nails veneer and lack 
of explanations call to me in an era of 
gaming that overexplains far too often. 

If you're in the mood for a wacky, cat- 
filled adventure that won't hold your hand, 
Scram Kitty and his Buddy on Rails will be 
your huckleberry. - CHRIS 
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Puncture Wounds - 


IT’S A FAIR assessment to say that games today do 
a bit too much hand-holding - they go out of their 
way to tell you what to do at every moment. Not 
only that, but they make your goals extremely easy 
to accomplish, putting the player into autopilot 
mode. That's not to say that there's no place for 
that in today's market, but there's a growing 
number of longtime gamers who yearn for some- 
thing a little less welcoming. They want a challenge 
that makes them feel like they've truly accom- 
plished something – a sense of satisfaction from 
knowing that they toughed things out and came out 
on top. 

If that's the type of gamer you are, you should 
find a huge amount of enjoyment in 1001 Spikes. 

There's no denying that 1001 Spikes takes its 
inspiration from the early days of NES gaming. 
Outside of a few text blurbs that are easily skipped, 
1001 Spikes lets you figure out gameplay mechan- 
ics on your own. You may know which buttons do 
what, but you simply have to play to get a feel for 
the game's flow. Becoming intimately familiar with 
those controls - including dedicated buttons for 
low and high jumps - is absolutely crucial to the 
experience. 

The overall driving force behind 1001 Spikes is 
that of difficulty. This game is out to make you feel 
like you're the worst player in the world, but you'll 
only have yourself to blame for your missteps. 

Believe it or not, you actually start off the game 
with 1001 lives. This certainly seems like a number 
well above what you'll need, but you'll quickly find 
out that's not the case. 1001 Spikes is out to steal 
every one of those lives as quickly as it possibly 
can. You'll fall victim to every devious trap and 
pitfall you can think of, including plenty that you'll 
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never see coming. 1001 Spikes prides itself on 
fooling you into thinking you're perfectly safe in 
certain spots, but nine times out of 10 that won't be 
the case. 

Now you know the "1001" portion of the title, 
but what about the "Spikes" half? While there are 
regular, living enemies looking to take you out, it's 
the thousands of spikes that’ll really test your skill 
and patience. Everything in this game can kill you 
in one hit, but spikes are always right where you 
don't want them to be. Blocks that don't have any 
spikes on them might actually be hiding spikes 
under the surface. As soon as you step on a block, 
you'll hear a faint "click," which is usually followed 
by your death as spikes shoot up from inside. As if 
hidden spikes weren't enough to worry about, 
you'll also have to jump over them, dodge them as 
they line ceilings and dangerously perch yourself in 
and around them to reach your goal. 

Thankfully, the goal of each level is ridiculously 
simple - in theory. All you have to do is grab a key 
and get to the exit door. Every single level presents 
you with the same objective, but accomplishing it 
will require you to spend hundreds of lives whether 
you want to or not. You already know that spikes 
are a big deal, but there's so much more out there 
waiting to get you. Scorpions want to sting you to 
death, platforms fall out from underneath your 
feet, stone heads fire out poison darts, flamethrow- 
ing statues try to crisp you up, tumbling boulders 
seem determined to squash you... and so on. 
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Everything in 1001 Spikes is out to ruin your day. 
The developers certainly present you with an 
almost insurmountable challenge, but the true test 
is seeing if you have the patience to see it through 
to the end. 

The good news is that 1001 Spikes plays like a 
dream. Controls are ridiculously spot on, which 
they 10096 have to be in a game like this. You'll also 
get to enjoy 8-bit visuals and chiptunes on your 
journey, both of which marry perfectly with the 
old-school, hard-as-nails vibe the game is going for. 
Hopefully these elements will make your journey 
through hell a bit more tolerable! 

There's no denying that 1001 Spikes is squarely 
aimed at the old-school gamer who craves a true 
challenge. Some will find this title way too tough 
for any enjoyment. Those who relish a true test of 
their gaming skill should come away extremely sat- 
isfied and impressed. - KEVIN C. 
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СОМІСВКЕАК 


-DOESN'T MEAN WE CAN'T 
EAT IT SCRAMBLED/ 


ACK! BREAKFAST PUNS! 
OUR ONE WEAKNESS! 


SO MANY PEOPLE WOULD BE ALL 
'NOW THAT I'VE SAVED YOUR BABY, 
HELP ME WITH MY EPIC ADVENTURE! 


BUT NOT YOU, KID/ KNOW WHY? 
BECAUSE YOUVE GOT CLASS/ 


YOU'D NEVER DO А THING LIKE THAT) 
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REAL SMOOTH. 
NEXT TIME, 
I'M GETTING 
THE BUS. 


I DON'T KNOW 
ABOUT EGGS... 


ON THE BRIGHT SIDE, IT'S THE THIRD 
PANEL AND I'VE ALREADY FOUND 
SOMEONE IN NEED OF MY HELP. 

THAT'S PRETTY CONVENIENT! 


BUT YOU GUYS 
ARE TOAST! 


WOW, YOU RESCUED MY EGG 
FROM THOSE HOOLIGANS! 


AND WITHOUT EVEN ASKING 


FOR ANYTHING IN RETURN СЫ ` 


GREAT! SO, T'LL CALL 
YOU WHEN | NEED YOU/ 


BY ROBERT HUGHES 


“STAR TEST CLEAR!” 


TOAD IN HYRULE? Link fighting Hammer Bros? Samus collecting Mushroom Kingdom 
coins? There are tons of cool crossover moments in NES Remix 2, but to access them 
you'll have to clear a lot of challenge stages first . . . well, unless you enter this secret 
code. The mysterious message that reads "Star Test Clear!" at the end of the Records 
sequence is actually an anagram - it’s telling you to press В, A, Start and Select at the 
same time on the stage select screen. Do that, and you'll instantly unlock all games that haven't unlocked yet. Get to those crossovers sooner! 


Defeat the Hammer Bro! 


indieszero Co., Ltd. 


STAR TEST CLEAR! 


THE DiRTY DOZEN 


IN A CALLBACK to the original Legend of Zelda, you can activate secret codes in Shovel 
Knight by entering certain names when you create a file. While Yacht Club is releasing 
codes here and there, intrepid reverse engineer Sparktail25 uncovered the full array of 
possible codes, which work on all platforms. It's like a modern-day Game Genie! Keep in 
mind that unless otherwise noted, using any code will leave a pumpkin mark on your file 
and prevent you from earning feats. Here are our 12 favorites so far! 


BUTT MODE: X&BUTT PSYCHEDELIC: WRCJDOWG NEW GAME *: ENTSSYSQ SHOVEL GOD: STQQTXVX 
Unleash your inner six-year-old. Your armor changes color constantly. Game is cleared once already. You are unstoppably invincible. 
DIY SOUND TEST: KZXIVKAE RANDOM EQUIP: HSDGYZMT NEW GAME ++: BJLHZXED ULTIMATE CHEAT: TVSVUEIO 
Start the game with all song sheets. Start each stage with a random relic. 2nd Quest with all relics/upgrades. Activates all codes simultaneously. 
WEAPON MASTER: HAAYHJZY GIANT MODE: YGVYUWSW TITAN MODE: TRGSVPPW SUPER CHALLENGE: XJRZZWAK 
Get all the unlimited enhanced relics. Doubles Shovel Knight's size!! Quadruples Shovel Knight's size!!!! Die in one hit. No checkpoints. 


-ITEM- -LIFE- 


OF ALL HEROES, 
NONE SHONE BRIGHTER THAN 
AND SHIELD BUTT. 
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SHOVEL. WHAT IS GENERALLY THE BEST ITEM 


K NIGHT TO USE IF YOU'RE A BEGINNER? 


ALTHOUGH THE TEAM at Yacht Club Games did a great job of balanc- 
ing every item so pretty much anything your heart desires is technically 
viable to use in Shovel Knight, the Phase Locket item you obtain from a 
hidden chest in Specter Knight's stage is one of the most effective power- 
ups to use for beginners. For a very small magic cost it'll make you invin- 
cible for a brief second, which not only allows you to slice away, but avoid 
damage that would either knock you off a cliff or knock you down a peg in 
a boss fight. 

While it looks like you can only use the Locket after you've phased 
"back" into reality and are vulnerable again, you can actually spam it after 
getting roughly three quick slices in, then use it again to continue your 
invincible status. The best way to get a ton of hits in on a boss is to use 
the "jump combo," by simply jumping into a foe and slashing twice in the 
air, then one on the ground, and repeating the process. By using just a few 
Phase Locket spams and jump combos, you can get some of the less 
jumpy bosses down to half health in seconds. 


SHOVEL HOW DO YOU CLEAR THE GAUNTLET 
К NIGHT BATTLE AT THE END OF THE GAME? 


82352 490 8866000000 0000999990 
LIKE ANY CLASSIC Mega Man game, the gauntlet at the end where you i = 
fight every boss over again can be one of the most taxing experiences 
you'll face. But unlike Capcom’s platforming series, Yacht Club Games has 
devilishly thrown every boss into the same room, forcing you to fight them 
all one after another with zero breaks or breathing room. If you find 
yourself getting destroyed halfway through the gauntlet, the first thing 
you’re going to want to do is max out your character’s health and magic at 
the very least before you tackle it again. 

Make a note that after every boss is downed, a health item will appear 
in the middle of the arena. What you'll want to do is end every battle right 
near that point, so if you happen to take too much damage and are only 
one hit away from death, you can quickly swipe that spot and grab the 
health item within. 

Then, utilize the jump combo and Phase Locket strategy sparingly 
within each fight, so that you avoid damage at the most inoppor- 
tune moments (such as getting knocked into spikes) and 
get some good hits in. However, don't spam the Phase 
Locket nearly as much as you might do normally 
outside of the confines of the gauntlet, since 
your magic isn't replenished after every fight. 

Instead, you'll want to focus on getting 
hit as little as you can, but ending up with 
roughly half health at the end of each 
boss. That way you'll have plenty of 
time to get to the middle and grab that 
food item, bringing you back up to full, 
and you won't use nearly as much magic 
on spamming your Phase Locket – opening 
it up for use when you really screw up. 
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—t. WHATS THE BEST USE OF THE 


SUPER HORN, ONCE YOU GET IT? 


FOR THOSE OF you who aren't aware, the Super Horn is a new item in 
Mario Kart 8 that enacts an area-of-effect explosion around your charac- 
ter, but, more importantly, it's designed to destroy those pesky Blue Shells 
that have been plaguing your existence for more than a decade. As a 
general rule, you're going to want to save your Super Horn to use on a 
Blue Shell if you're anywhere near the front of the pack (roughly third 
place, with first place in sight), or if you're in first and you're on your last 
lap. Otherwise, feel free to use it fast and make way for more items. 

The reasoning behind this is because if you're on the last lap and not in 
first, you're going to want to blow your horn and try to get first by any 
means necessary with more items - don't play cautiously. Likewise, if 
you're on the last lap and you're ahead, it's safe to say that roughly 
halfway through said final lap, by the time someone gets a Blue Shell, 
uses it and it manages to actually get to your kart, you'll already be 
crossing the finish line. 

Learning when to save or use the Super Horn can win you races. 


ME eS баса WHAT'S THE EASIEST WAY TO SPEED UP 
MAHON DURING RACES, CONSISTENTLY? 


OF COURSE, THE tried-and-true method of power sliding is one of the 
best ways to keep boosting down the track in any Mario Kart game, and 
that’s especially true of Mario Kart 8. Try racing by yourself if you can’t 
get the timing down, and practice powersliding until you can consistently 
boost. An easy method of picking up the slide is by rocking the controller’s 
analog stick back and forth at a rhythmic pace to stay lined up with the 
course, queuing up sparks under your kart that will allow you to boost at 
the right time. 
Choosing said "right time" is another advanced strategy in and of itself, 
as you don’t want to boost off a cliff or stop powersliding early, since it 
can help you cut corners before you blow past your opponents ona 
straightaway. You’ll want to max out your coins 100% of the time for more 
consistent speed. 
In Mario Kart 8, you can also boost off of jumps by pressing the hop 
button, which grants you a small burst of speed (and a sweet kart trick) if 
your timing is right. Start identifying every simple jump or ramp in every 
level, even if it looks microscopic or blends in with the course. Every time 
your kart leaves the air, even if it’s just an inch, you can push the hop 
button and get a quick boost — on some maps you'll probably hop 
anywhere from 50-100 times at a maximum, so leave no ramp unturned. 
Depending on your skill level, you may find yourself in a certain 
"bracket" as you slowly start to pick up the nuances of the game. This 
could range anywhere from a coveted placing position from first to third, 
in the middle of the pack, or dead last. Don't get too comfortable with 
relying on items to win (instead focus on training all of your skills in the 
above areas), but note that the further behind you are, the better the 
random number generator works in your favor of granting you items. 
If you happen to get the Crazy Eight item, try to use the Coin, Blooper 
and Star items first — the first two are best used right away. 


THERE ARE THREE certainties in life - death, 
taxes and Dynasty Warriors games. While 
hardcore Nintendo fans may not be familiar with 
the series, developer Omega Force has been hard 
at work under Koei Tecmo’s supervision, pumping 
out this classic franchise since 1997. It began its 
life as a fighting game on the PlayStation, and 
played similarly to Tekken. The gimmick? It was 
based on actual historical figures during the 
Three Kingdoms era of Chinese history, such as 
Cao Cao and Guan Yu - names that readers of the 
Romance of the Three Kingdoms story will be 
familiar with. 

From there, it skyrocketed into a worldwide 
phenomenon with Dynasty Warriors 2 — which 
was a 3D brawler that featured vast expansive 
environments, a lengthy story mode and a host of 
characters that were all intertwined under the 
three major kingdoms - the Wu, the Wei and the 
Shu. Each character and kingdom featured a new 
storyline and set of levels, which added an 
incredible amount of replay value to the game, 
and a hit was born. | remember the first time I 
picked up Dynasty Warriors 2 at a local 
Blockbuster, and a week later | was ready to rent 
it all over again. 
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HYRULE | 
WARRIORS 


Of course, Omega Force didn’t stop there. Over 
the years they developed more and more games 
based on the Dynasty moniker, as well as Samurai 
Warriors (which focuses on Japanese history, 
instead of Chinese), Gundam, The Hundred Years 
War, Troy, One Piece, Fist of the North Star and 
various crossovers. But there was one location 
that Warriors fans never expected to visit ina 
million years: Hyrule. Now the franchise will be 
taken to a completely new level by being fused 
with an existing Nintendo franchise, rich with 
lore, colorful characters and that signature 
Nintendo charm. 

Hyrule Warriors plays very similarly to typical 
Warriors titles, which is good news for both new 
and returning fans. The former will be excited to 
know that the game's systems are extremely easy 
to pick up and play, and the latter will of course 
remember all of the tactical nuance located 
within. The crux of Hyrule's combat system lies in 
balancing normal attacks with specials. By using 
а certain amount of regular strikes and then the 
special button, you can ignite specific attacks 
(like launchers and area-of-effect 
explosions) that will suit the specific 
task at hand. 
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In other words, sometimes you'll 
want to use a double-attack special to 
focus in on one enemy, and on other 
occasions, a triple-attack special will 
blow the entire area away. Of course, 
it wouldn't be a Warriors game 
without the signature Musuo attack, 
which charges up as you're hitting 
enemies and can be unleashed for 
massive damage in a large area (often 
very useful for tough boss fights). 

It also has a lock-on system, which 
is just as finnicky as it's always been, 
but mostly works when you need it to 
because it snaps to VIP targets like 
mini-bosses and giant creatures. 
Speaking of creatures, that's one 
area where Hyrule Warriors 
really differentiates itself 
from the pack. In a typical 
Warriors game you're 


fighting humanoid enemies, or at least 
creations that are roughly the same 
size as the player character (such as 
other Gundams or mobile suits). But in 
Hyrule Warriors you may find yourself 
coming face to face with King 
Dodongo, chucking bombs into his 
mouth like it was 1998 all over again 
in Ocarina of Time. 

Another way Hyrule Warriors seeks 
to differentiate itself is with power- 
ups. I noticed during my playtime that 
all of the attacks seem bigger and 
better in all the right ways, especially 
when you pick up an enhancement 
item while roaming the battlefield. 
Giant bomb blasts become even more 
deadly and gigantic, an effect that 
lends itself well to the cartoony 
veneer that Hyrule Warriors pulls off 
so well. 


Everything from Link's sweet 
sky-blue scarf to Zelda's glowing bow 
are wonderfully rendered and help 
make the world come to life like never 
before. The Wii U shows off its power 
perfectly with Hyrule Warriors, and 
although it isn't nearly as impressive 
as the Zelda tech demo we saw at E3 
this year, it's still glorious to see first- 
hand. There also wasn't a framerate 
issue in sight - something that has 
typically plagued Warriors games in 
the past. How much of it is due to the 
Wii U itself or the optimization of the 
engine is unclear, but the development 
trio has done a great job nonetheless. 

You'll also find yourself fighting 
with familiar faces as well, as Link and 
other characters may even join you on 
the battlefield if you're playing as, say, 
Zelda. The classic mini-map from past 


WARRIOR WOMEN 


Link should probably move over a bit and make room for the rest of the 
cast of Hyrule Warriors, because it's clearly time for the women of 
Hyrule to shine. We already knew about Impa, but now the playable 
character count has increased even more to include Midna, Zelda, 

Agitha, Fi and Lana. 


You'll likely recognize both Midna and Agitha from Twilight Princess 
and Fi from Skyward Sword. You probably don't recognize Lana, 
however, as she's a completely original character who's been created 
just for Koei Tecmo's vision of Hyrule. 


Midna will wield the power of her imp form, which she's stuck in again 

due to the work of the antagonist Cia. She'll be able to summon wolves 

as well as ride them. Lana will blow away enemies with her trusty book 
of spells, which can create powerful walls of light that push away 

hordes. Agitha is still the princess of the bugs, and in addition to con- 

trolling swarms like Aquaman controls sealife, she also beats people 
with her parasol. Fi spins around like an ice skater and transforms 

herself into a sword for cutting up her foes. 


And Zelda? Not only can she wield her holy power with style as well as 
a signature sword and bow and arrow, but she's also known as Queen 
Zelda in this timeline — what a status upgrade! Based on the footage so 
far, she looks like the strongest of the bunch, including Link. 


It's interesting the developer would include so many women in the 
game, and will most definitely help diversify player choice just as the 
Dynasty Warriors series has in the past. Because of the ability to basi- 

cally go willy-nilly with the creative license and because they aren't 

held to any official Zelda timeline, Omega Force, Team Ninja, and 
Nintendo can really go wild. 


Although this is a seemingly one-off event, | would like to see an 

enhanced focus on characters like Zelda in the future in a combat- 

centric role. Also, we know that Nintendo has a Wii U Zelda in the 
works, so perhaps Lana is a tease of what's to come next? 


Warriors games also returns, as does 
the concept of overtaking bases, 
defending checkpoints and pushing 
through enemy lines one encampment 
at a time. Although fighting with other 
NPCs is a series staple, there's some- 
thing special about slicing people up 
in tandem with Zelda and Link that 
really gets me excited to try out the 
final version. 

In other words, Hyrule Warriors is a 
great gateway for potential fans who 
may not have otherwise tried the 
series before. It's a genius way for 
Koei Tecmo to bring in a whole new 
fanbase, and a perfect chance for 
Nintendo to likewise capture a com- 
pletely different audience. I can easily 
see Nintendo fans picking up a game 
like One Piece or Dynasty Warriors: 
Gundam after they've unlocked every- 
thing there is to find in Hyrule 
Warriors – and if it's anything like past 
games, it'll be quite a while before 
that happens. 

Seeing how great Zelda and 
Dynasty Warriors mix first-hand, it 
raises the question of why this didn't 
happen sooner. 

In fact, I'm already left wondering 
how many more spinoffs are going to 
happen with the Nintendo universe as 
a canvas, and, given the hype, I can 
easily see a Hyrule Warriors 2 in the 
cards somewhere down the line. 
Whereas the first game seems to take 
alot of the console games into consid- 
eration for its likenesses and locales, 
imagine a sequel that reps the 
portable entries – the forgotten tales 
like Minish Cap and the Oracle games. 
Imagine waking up on a beach in the 
world of Link's Awakening, battling 
your way all the way to the Wind Fish! 
The possibilities are endless, as The 
Legend of Zelda + Dynasty Warriors is 
a match made in heaven. - CHRIS 
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MARIO VS. DONKEY KONG 


NINTENDO THINKS THEY'RE soooo sneaky, but we've been 
following them too long to be fooled! 

Back at GDC 2014, Nintendo surprisingly showed off a Mario vs. 
Donkey Kong Wii U demo. This title was on display to showcase 
Nintendo's Web Framework development environment, which 
supports HTML5, JavaScript, CSS and more. When Nintendo was 
asked about this demo becoming a full-fledged game, they 
implied that wouldn't be the case. Nintendo has certainly fooled 
us in the past, but not this time! We had a feeling we'd see this 
"demo" get the full game treatment, and our hunch was proven 
correct at E3 2014! 

Mario vs. Donkey Kong is a long-running franchise for portable 
Nintendo fans, but this time around we're seeing its console debut 
through Wii U. The objective of this series is to use the stylus and 
touch screen to help guide some constantly walking Mini Mario 
toys through a maze of traps and obstacles to reach an exit door. 
You tap the Minis to steer them around, as well as tapping the 
environment itself to activate switches, place girders, power on 
conveyor belts, place blocks and more. The mindless Minis would 
be lost without your guidance, so you have to think quickly while 
the little guys shuffle forward to victory... hopefully. 

And now with the franchise moving to a home console, we'll be 
able to enjoy bigger and more advanced levels than ever before! 

Nintendo is also utilizing the Miiverse network to allow players 
to share levels they've created with the single-player editor tools. 
Create a masterpiece and share it online for others to download 
and play at any time! You'll even have access to star "currency," 
which can be used to unlock new editor tools. Those stars can also 
be used to give "tips" to other real-life players to let them know 
you enjoyed the levels they crafted. 

With 80 single-player levels and an endless supply of user- 
created content and Miiverse sharing, MvDK for Wii U could end 
up being the series' most exciting installment yet! - KEVIN C. 


PUBLISHER: NINTENDO DEVELOPER: NINTENDO SOFTWARE 
TECHNOLOGY RELEASE: TBA 2015 
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ED ШІН 


HAVE YOU EVER dreamed of designing 
and playing your own 2D Mario levels? 
You're in luck — because that dream will 
soon become reality. 

Mario Maker offers an intuitive editing 
interface to distribute the building blocks 
of the Mushroom Kingdom across a 2D 
side-scrolling canvas. Green pipes, 
bricks, floating ? Blocks, power-ups, 
Koopa Troopas and more can all be easily 
dragged and dropped into the action 
from the menu bar, using the stylus. 
Then, with another flick of the plastic 
pen, you can attach wings to enemies, 
change Koopas from green to red, 
bounce objects off of springboards or 
build a towering stack of 10 Goombas. 

And if you want to be really twisted, 
you could even create an entire level 
filled with nothing but Hammer Bros. 

If Nintendo ever needed a game that 
supported the GamePad's existence, then 
Mario Maker would be it. But it's not all 
just about piecing together Mario levels 
in a hands-off editing mode - because 
with a single button press, you can 
instantly switch between editing levels 
and playing them. 

Place a platform in editing mode, then 
switch to playable mode to see if you've 
positioned it in a spot that Mario can 
actually jump to. If not, flip back over to 
editing to adjust it — all within a span of 
five seconds. 

Another interesting feature allows you 
to switch back and forth between differ- 
ent art styles, such as the truly old- 
school 8-bit Super Mario Bros. from the 
original NES game and New Super Mario 
Bros. U's style, the most modern 2D 
version of Mario. Switching between dif- 
ferent art styles didn't impact the physics 
in the E3 demo, but it's unknown 
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whether this will change in the final 
build. (NES-era Mario and Wii U-era 
Mario normally have fairly different play 
control.) Nintendo's Takashi Tezuka says 
they're looking into implementing 
graphical styles from other Mario games 
too (so keep your fingers crossed for 
Super Mario World). In addition, he says 
they're also considering art styles from 
non-Mario games as well. 

One potential idea that's being 
pitched around the team is a music 
creation tool, but Tezuka says they 
haven't decided on how far they'll go 
with this idea yet. If this is starting to 
remind you of "Mario Paint" then don't 
Worry — you aren't crazy. Originally, 
Mario Maker was developed as a level- 
building tool for Nintendo's internal 
development teams, but the tools team 
pitched the idea to Tezuka as a stand- 
alone game. He'd always planned to 
create Mario Paint software for the Wii U 
GamePad, but his discussions with the 
tools team switched his focus to Mario 
Maker instead. He felt that Mario Maker 
could inspire and encourage creativity in 
the same way that Mario Paint did. 

Nintendo didn't reveal much informa- 
tion about sharing your creations, but 
Tezuka understands the desire to share 
levels with your friends. For the past 
couple years, we've seen a trend of 
games like LittleBigPlanet and Project 
Spark emphasize user-created content 
on competing platforms - it's no surprise 
that Nintendo would want to capitalize 
on this growing trend to boost the Wii U. 

You can expect to start crafting your 
own Mario levels in 2015! - EMILY 
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SONIC B 


SEGA IS OVERHAULING Sonic the 
Hedgehog's look in four places this Fall: a 
new TV show, a new comic, a new Wii U 
game and a new 3DS title too. And while 
we can't yet comment on the quality of 
the cartoon or comic, the first of the two 
video games isn't inspiring us with a lot 
of confidence. 

The Wii U E3 demo for Sonic Boom: 
Rise of Lyric mostly focused on exploring 
environments and defeating the enemies 
you'd encounter along the way - basic 
stuff. It didn't take long to find out that 
the pace felt really off, with the 
gameplay coming across as sluggish. This 
isn't just because Rise of Lyric's design is 
so much different from a normal run-as- 
fast-as-you-can Sonic game, though. It's 
more that in a character-driven game 
like this, you want to be able to explore 
environments at a much faster pace and 
look at all the things that the designers 
have put in place for you. But with Sonic 
Boom, you're forced to stick to one place 
for way too long, solving boring puzzles 
and dealing with other problems. 

What made matter worse in playing 
the demo is that the attacks didn't 
always register, which was 
frustrating. 


RISE OF LYRIC 


That's a shame, too, as all the playable 
characters had unique attacks to unleash 
- Amy could use her hammer to smack 
down enemies; Knuckles made great use 
of his newly buff bod to punch and kick 
with extra impact. Some of the classic 
attributes for these characters have been 
sadly removed, though, like Tails losing 
his ability to fly anywhere he wants. 
Instead, he has to find special propeller 
spots on the map that will move him up 
in the air to reach higher areas. Though 
his skills as an inventor/engineer do 
shine through with his array of gadgets 
that are used to destroy your opponents. 
The final piece of the puzzle is how 
things looked in Sonic Boom, which is to 
Say, it was all rough around the edges. 
The textures had a low resolution and 
there was an uneasy amount of pop-ins 
as you drew closer to new locations. In 
another level, the boss fight, the game 
struggled to keep up a stable framerate. 
Sonic Boom: Rise of Lyric needs a lot 
of work to be anywhere near as decent 
as the previous entries in the series. The 
developers at Big Red Button seem to 
still have some lessons to learn. - DAAN 
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SONIC BOOM: 
SHATTERED CRYSTAL 


MEANWHILE, ОМ 3DS, Sonic Boom: Shattered Crystal is 
shaping up as very different experience from its Wii U counterpart 
in quite a number of ways. To start things off, this game is mostly 
a 2D experience that’s trying to rekindle some of the love for the 
older Sonic games. It does an admirable job of tapping into that 
side-scrolling feel from yesteryear, but it’s also setting itself apart 
y adding all-new elements. 

Exploration has always been important to Sonic games, and in 
Shattered Crystal all the characters have their own environment- 
navigating attributes. Tails can hover for a short time, Knuckles 
can dig through the ground, Sonic can use an air dash and 
n 
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ewcomer Sticks the Badger can throw а boomerang (read more 
bout her down below). Also unique to this new adventure is that 
at any moment during gameplay you're free to swap out your 
current characters for one of the other three - so if you reach a 
point in your travels that only Tails can overcome, for example, 
you don't have to hang your head in frustration that you picked 
Sonic to start the level. Just swap in the fox! 

In the span of ten minutes spent playing the E3 demo, we got 
to see each ability being used to its fullest while exploring an area 
called Seaside Jungle. Everything flowed well – nothing felt shoe- 
horned in or irritating. The developers at Sanzaru did a great job 
of making it all feel part of one coherent course (which Big Red 
Button didn't get quite right in the Wii U game). 

What helps the overall pace even more is that Sonic and 
friends can quickly travel across a worldwide map and delve into 
other types of levels at their leisure. There was a race stage in 
which Sonic had to duke it out against Sticks, which proved 
actually quite tricky, despite this game being aimed at a younger 
audience. Personally it reminded me of games like Sonic Rivals or 
Sonic CD, which I really enjoyed playing. Another level type that 
was showcased was a 3D tunnel stage that had Sonic following a 
set path to the finish line. (You have to grab rails and avoid 
obstacles as you try to keep up with the crazy action leaping out 
at you from the stereoscopic handheld screen). 

So Sanzaru? Good job so far. I’m eager to see more! - DAAN 
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INTRODUCING STICKS THE BADGER 


An all-new animal friend is entering the Sonic the Hedgehog universe exclusively through the Sonic Boom games and TV 
show! Meet Sticks, a badger who's been living in the jungle for a very long time. Because of this, our new ally has become а 
bit, well, crazy - апа resistant to anything industrial to the point of paranoia. (She’s also understandably antisocial when 
Sonic and his pals first meet her. You would be too if you’d lived alone in a rainforest for decades.) She ultimately forms a 
friendship with Amy in particular, though – through the hedgehog trying to help the badger adapt to civilized life — and in 
Shattered Crystal for the 3DS, Sticks becomes playable in order to rescue her BFF after Amy is kidnapped. She also tries to 
get more comfortable with the guys in the group throughout the adventure (though she first faces off against Sonic in battle 
before she eventually decides to fight by his side). In gameplay, Sticks can throw her boomerang to activate switches or 
destroy enemies from afar. This boomerang can be fully controlled in flight, as you use the Circle Pad to guide its path. 
Next to these skills, she can use the usual Sonic series moves, like the Homing Attack. So, what do you think of Sticks? 
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REVEALED DURING ONE of 
Nintendo’s late-night E3 2014 
Developer Discussions, Code Name: 
S.1.E.A.M. is а bold take on strategy 
games that almost fuses third-person 
shooting action with the precise 
tactics of the Advance Wars or Fire 
Emblem series. The latter two games 
are important, since Code Name: 
S.T.E.A.M. comes from Intelligent 
Systems, the creators and developers 
of Advance Wars and Fire Emblem. As 
a matter of fact, Code Name: 
S.1.E.A.M. is the next big game from 
the Nintendo-loyal company, following 
2013's Fire Emblem: Awakening. 

The basic concept behind Code 
Name: S.T.E.A.M. is that it's an action- 
focused turn-based strategy game. 
While players cycle through turns, the 
action taken during turns isn't the 
same menu-driven fare of Intelligent 
Systems' past strategy games. Instead, 
you actively control a character, taking 
careful moves and actions so you can 
do what you need to do with the time 
and resources you have. It's a unique 
System that the team at Intelligent 
Systems hopes will appeal to longtime 
fans of their work, as well as newcom- 
ers who are used to games with a 
constant stream of action and instant 
feeling of gratification. 

The twists to the strategy formula 
are being implemented to solve a 
problem with the abstract nature of 
the genre, according to Creative 
Director Paul Patrashcu, an eight-year 
veteran of Intelligent Systems who has 
worked on everything from 
WarioWare: Smooth Moves to Pushmo. 
The goal of the action is to put you in 
more control of what the developers 
refer to as a "Steampunk Civil War," 
which was the initial pitch for the 
setting of the game. That vibe extends 
to the gameplay mechanics, as charac- 
ter movement and resources are rep- 
resented by steam power, and save 


points are teased by colored pipes 
that run from point to point. 

One way that Code Name: S.T.E.A.M. 
separates itself from typical strategy 
games is by not utilizing a top-down 
map. While the idea of Code Name: 
S.T.E.A.M. calls to mind the 2008 PS3 
game Valkyria Chronicles, Patrashcu 
refuted that his new 3DS project had 
much in common with Sega's game. In 
his eyes, Valkyria Chronicles was still a 
regular turn-based strategy game, just 
from a different viewpoint. What Code 
Name: 5.Т.Е.А.М. is trying to do is to 
basically create a strategy game that 
controls like a shooter, opening up the 
genre to a broader audience. If you've 
played a first-person shooter, you can 
probably pick up Code Name: 
S.1.E.A.M. You won't be poring over a 
top-down map to solve the mission in 
a linear manner. Instead, it will take 
inspiration from shooters and give you 
multiple options and ways to reach 
your objective. 

The plot of this game builds off its 
steampunk foundation in a fabulously 
ridiculous manner. The "S.T.E.A.M." in 
Code Name: 5.Т.Е.А.М. stands for 
"Strike Team Eliminating the Alien 
Menace," which, in the game's world, 
is an elite team of warriors assembled 
by President Abraham Lincoln to 
defend the world from extraterrestrial 
invasion. The intro cutscene shown 
during the press event showed the 
hero, Henry Fleming, get caught off 
guard by an alien attack on a train in 
London. The aliens — designed with a 
decidedly Lovecraftian bent – then 
begin their invasion of Earth, with 
nothing but the globe-trotting 
S.T.E.A.M. team to thwart them. 

The playable characters and the art 
style, headed up by Fire Emblem Art 
Director Takako Sasaki, are heavily 
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inspired by American comic books, 
specifically those from the Marvel 
Comic legend Jack Kirby, who was 
responsible for drawing the Fantastic 
Four, Captain America, the Hulk, the 
X-Men and so many more classic char- 
acters. It even draws inspiration from 
more recent comic artists such as 
Bruce Timm (Batman: The Animated 
Series) and Mike Mignola (Hellboy). 
The characters - which include a 
warrior woman called The Fox and an 
anthropomorphic lion (named Lion) in 
addition to primary protagonist Henry 
- look like they wouldn't be out of 
place next to Silver Age comic heroes. 
Each character features his or her 
own special weapons, many of which 
are animal-themed - like the instantly 
memorable Bear Grenade, Henry's 


Eagle Rifle or Lion's Lion Launcher. 
(Lots of "lion" going on with that guy.) 
You'll be able to customize your 
team's equipment over the course of 
the adventure. No worries for anyone 
afraid of Fire Emblem-esque perma- 
death either; character death isn't 
permanent here. 

The one downside regarding Code 
Name: S.T.E.A.M. is that it isn't due out 
until 2015. From what we saw, it's very 
likely it could come out on the earlier 
side of next year, but only time will tell 
exactly when Intelligent Systems' new 
take on the strategy genre will debut. 
And with whispers of both online play 
and Amiibo support being heard in the 
halls at E3, the lead-up to the launch 
of this all-new Intelligent Systems IP 
should be exciting indeed. - NEAL 


YOSHI'S WOOLLY WORLD 


YOSHI’S STORY HAD had a great, 
handcrafted storybook style. 

Kirby’s Epic Yarn was a fantastic visual 
exploration of fabric and thread. 

Yoshi’s Woolly World is the beautiful 
marriage of those two style experiments. 

| wasn’t sold on the idea of Yoshi 
essentially following in Kirby’s footsteps, 
but you really need to see this game in 
action to become a believer - the effort 
that's gone into selling the world as a 
fluffy plush playland is staggering. 
Everything that Yoshi interacts with has 
its own unique reaction based on its 
build. The ground gives under plush 
Yoshi's weight, just as a pillow would. 
Each wayward hairy strand escaping 
each yarn ball Yoshi creates can be seen, 
and each yarn ball is unique in that they 
all have different types of yarn. Each 
stage element could be crafted in real 
life, and the way they spring to life is a 
joy to behold. 

The developers could have simply 
gone through the effort of making a plat- 
former have a plush look, but they have 
clearly researched every aspect and type 
of yarn they could find and implemented 
it somewhere in the game. Things are 
knitted, crocheted, cross-stitched, and 
sewn, and it's so amazing that | felt like | 
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could reach out and feel the game as | 
was playing it. (It was tough to play it as 
a normal platformer, actually, because I 
just wanted to stand and stare at the TV 
rather than make Yoshi run past each 
eye-catching environmental element.) 

Yoshi fans will understand and recog- 
nize many of the mechanics in the game, 
as they stem from other, older Yoshi 
games - they just look different here. 
Yoshi can still flutter, stomp and trans- 
form, but his tossable eggs are now yarn 
balls that can attack, build or find 
secrets. All of Yoshi's foes have also had 
the plush treatment, reacting and 
adapting accordingly - the difference 
comes when the yarn tangles them up, or 
they unravel from a lick. The game 
invites you to think about the new style 
and how things might interact together 
inside it. 

Co-op mode is a welcome addition, 
and it'll be interesting to see how the two 
Yoshis help and hinder each other 
through the game. Obviously, the focus is 
on being a team, but collecting gems and 
beads can bring out some divisive ten- 
dencies among players. 

A free timed or limited demo would 
really sell this game, and the eShop 
could really use some more interactivity. 
Simply seeing the game in action will sell 
many on the idea, even if they think it's 
too cutesy to be in their library. | know 
that it won me over! - BRETT 
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MARIO PARTY 10 


THE GRANDDADDY OF the party genre is coming back to 
consoles with its first HD offering. If you thought Wii Party U was 
going to be your default party experience on the Wii U, you might 
want to think again. Coming out of this year’s E3, Nintendo 
stealth-announced Mario Party 10, following up shortly after the 
release of Mario Party: Island Tour on 3DS. While our island 
vacation provided us with plenty of fun on the go, fans are eager 
to see the party head back to the living room. 

While the core mechanics of the Mario Party franchise remain 
intact, Nintendo is going to utilize the various features of the Wii 
U GamePad to ensure the most frantic and varied experience yet. 
Much like Wii Party U before it, get ready to use both the 
GamePad and Wii Remote Plus in tandem for all the button- 
mashing you can stand. Players will be pointing and shaking Wii 
Remotes while others are aiming, twisting and touch-screening 
their way to party victory. No word on just how many minigames 
are going to be included in Mario Party 10 yet, but we'd be sur- 
prised if there aren’t at least 70 new activities to check out. 

The big twist this time around comes from the biggest party- 
pooper of them all, Bowser. The lucky GamePad player will get to 
take on the role of the Koopa King himself, all in the name of 
stomping out any fun the Mario Bros. and gang are trying to have. 
And Bowser's not afraid to throw himself into a 4-on-1 situation, 
so long as he’s the one on the offensive! Bowser’s GamePad- 
specific minigames all offer a unique perspective on gameplay, 
including an onslaught where you spit out motion-controlled fire- 
balls down on the helpless TV players. Marrying the GamePad's 
unique feature set with Bowser's larger-than-life abilities should 
make for quite a memorable experience! 

Just remember, Mario Party games can turn real-life friends 
into enemies, so don't let the experience of embodying the 
powerful King of the Koopas go to your head! - KEVIN C. 
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SPLATOON 


We have an inkling that this all-new IP will be an instant 


hit for Nintendo. 


“IS THAT A Blooper? What Nintendo 
character is in that? Is this a 
Nickelodeon cartoon?" within the first 
few seconds of Splatoon’s debut trailer 
during E3 2014, so many questions 
bubbled up to the surface. What was 
this weird cartoony game? Was it by a 
Western studio? Did Nintendo buy the 
de Blob license? Splatoon was a 
mystery, but it was also one of the 
most exciting games Nintendo had 
revealed in years. 

So then, just what is Splatoon? 
Well, Splatoon is an internally devel- 
oped new Wii U IP set for a 2015 
release. The entire concept is based 
on controlling squid kids who can run 
around their world on two legs, then 
quickly transform into squid form to 
swim around ink. While the E3 demo 
was just showing off a kinetic four-on- 
four multiplayer mode, the final game 


will contain a full single-player mode 
and even a one-on-one mode that 
makes use of the unique functions of 
the Wii U and its GamePad. 

The four vs. four multiplayer mode 
shown at E3, however, was all you 
needed to see to get the concept. With 
eight players each using their own 
system, the two teams tried to shoot 
the ground with their colored ink and 
cover as much territory as possible 
before time expired. Splatoon controls 
like a third-person shooter, and it even 
makes use of some light motion 
control to direct aiming while moving 
around using the GamePad (see 
sidebar for more details). 

The real hook, though, is that 
instant squid transform that lets you 
swim in the ink. While submerged, you 
move faster and also recharge your 
supply of ink. That simple concept is 
what makes Splatoon engrossing, 
taking an established style of game 


and making it something uniquely 
Nintendo. 

When you first start playing, you 
almost need to train your mind to buy 
into Splatoon's mechanics. While 
shooting at other enemies is helpful 
(each exploded foe nets you points), 


the primary goal is covering as much 
surface area as you can with ink – you 
can do this by unloading your gun or 
even making use of bombs that 
splatter over specific areas. When you 
perform well, you can even unlock a 
super-powered bazooka that blasts 
out huge ink columns across the map. 
By the time you have a few rounds 
under your belt, Splatoon's true depth 
and trickery start to appear. You can 
hide in the ink and become an 
assassin, popping out only when you 
see an enemy nearby and shooting 
them down. You can blaze through 
levels by shooting lanes of ink out, 
then jumping into them as a squid and 


moving around with extra speed. Тһе 
flow of Splatoon is frantic and fun, and 
the multiplayer is something that 
never tired during my many rounds at 
E3, making it one of the more engross- 
ing experiences in Nintendo's booth. 
It’s that kind of variety and strategy 
that makes the concept for Splatoon 
something very intriguing. 

Splatoon is being produced by 
Hisashi Nogami, a 20-year veteran of 
Nintendo. Nogami’s first work at 
Nintendo was as a character designer 
on Yoshi's Island for the SNES. Не 
shifted into visual design in the 
Nintendo 64 years, before moving into 
his first directorial role in 2001 ona 
late N64 game called Animal Forest. 
(Animal Forest later became Animal 
Crossing when it crossed the ocean 
and launched on GameCube world- 
wide, and Nogomi shepherded the 
series over its entries on GameCube, 
DS, and Wii.) He also developed the 
Mii Channel, WaraWara Plaza and the 
Animal Crossing Plaza. With a back- 
ground in directing cute life simula- 
tions and social hubs, his instrumental 
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role in Splatoon seems peculiar. 

With Nogami guiding, the two co- 
directors, Tsubasa Sakaguchi and 
Yusuke Amano are being giving the 
reins to this new potential franchise 
and even, to a degree, a new 
Nintendo. Splatoon is a franchise not 
born by Miyamoto or Aonuma, but 
instead, it's being crafted by these two 
relative newcomers. Amano, who 
worked with Nogami as a debugger on 
Animal Crossing: Wild World, is fresh 
off of directing New Super Mario Bros. 
2 on 3DS. Sakaguchi has never 
directed a game before, having 
worked on art and design for projects 
such as New Super Luigi U, Nintendo 
Land and Wii Fit Plus. The pair have 
been given an important game to 
direct, though, as Splatoon is 
one of Nintendo's boldest 
concepts starring all-new 
characters since the first 
Pikmin. 

These fresher faces are 
ones we'll likely see more 
of as time goes on and 
Nintendo's old guard gets older. 


EXPERT USE OF THE GAMEPAD 


Splatoon's GamePad usage is a fine example of how game developers can leverage 
the unique controller to accentuate and support gameplay in an unobtrusive way. 
At a glance, the GamePad contains an overview of the entire map, letting you see 
where ink from either team has been sprayed. But it also lets you know where all of 
the players are, even giving you the option to launch yourself into a huge, arcing long 
jump to land next to your teammates mid-battle - no matter how far away they are. 
That's especially useful when you get splattered and respawn, as instead of running 
across the map all the way from your home base to rejoin the fray, you can simply tap 
on a teammate's icon and leap to them in a way that gives you an overview of the 
current situation right when you land. 


The GamePad also offers some light motion control, too, as you can direct your ink 
spray by tilting the GamePad left and right. You can turn that feature off if you want, 
but it's a nice way to fine-tune your stream while you're fighting. And while we've only 
heard unconfirmed rumors that it exists, Splatoon is said to also feature a one-on-one 
multiplayer mode where one player uses the TV and the other uses the GamePad. This 
mode could be something more involved and unique that could call to mind ZombiU's 
unique multiplayer mode. At a minimum, you might be able to play cooperatively or 
competitively on the couch with a friend while you both have your very own screen. 


Splatoon is the result of Shigeru 
Miyamoto and company preparing the 
next great generation of Nintendo 
creators to take what they've learned 
and go nuts. That, perhaps more than 
any other reason, is why this game is 
something to pay attention to — 
because it very well could represent 
the future of Nintendo games, with 
developers like Sakaguchi and Amano 
getting their own fresh project and 
world to craft and create. 

We still have, at a minimum, six 
months until we see Splatoon in its 
final form. There's still much that we 
don't know and, knowing Nintendo, 
this new universe will likely shift 
around just like the ink inside every 
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level. Unlike some past Nintendo 
games, where you might be able to 
guess the content and style from the 
first trailer, Splatoon is something that 
isn’t easily predicted. Whether it hits 
in January 2015 or slips 
to 2016, Splatoon is 
going to be a fun 
game to keep our 
eyes on. - NEAL 
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CAPTAIN TOAD: 
TREASURE TRACKER 


DO YOU STILL need proof that 
Nintendo listens to its fans? Look no 
further than Captain Toad: Treasure 
Tracker - this game exists in direct 
response to the overwhelming praise 
received for the Captain Toad mini- 
game levels from Super Mario 3D 
World. Countless posts with fan art, 
tips, tricks, or even level suggestions 
flooded the Miiverse, social media and 
every other place Nintendo gamers 
gather online. Fans talked about the 
little fungal adventurer so much that it 
soon led to clamouring for either DLC 
levels or a full game. Nintendo has 
chosen the latter - the fans spoke and 
the company answered. 

First appearing in 2007’s Super 
Mario Galaxy for Wii, Captain Toad was 
the red-capped mushroom leader of 
an interstellar exploration squad 
(comprised entirely of himself and 
other, differently colored Toads). He 
would hand out Power Stars to Mario, 
stating he had found them on his own 
adventures. From that point on, 
players would always wonder about 
these adventures that Captain Toad 
would endure for his mustachioed pal. 
He returned to offer up yet more stars 
in Super Mario Galaxy 2, as his team 
made an even more concerted effort 
to find the gleaming collectibles and 
return them to their rightful owner. 

But then, in Super Mario 3D World, 
Captain Toad ditched the rest of his 
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team to set out on his own, and we got 
to see firsthand what he’s been up to 
while Mario was out planet-hopping. 
And ever since players delved into 
Captain Toad’s dangerous world, they 
couldn’t get enough of him. 

His levels were often simple, took 
little time, and were more like puzzles 
than platforming challenges. While the 
whole premise of the levels stems 
from Captain Toad not being able to 
jump, that restriction’s meant to make 
players think about how to tackle a 
puzzle rather than frustrate them. 
That was a hard line to walk in sucha 
jumping-intensive game - and fell in 
stark contrast to the rest of Mario’s 
adventure in the Sprixie Kingdom - 
but each Captain Toad appearance 
was a welcome distraction. The 
GamePad was also instrumental in 
navigating the good captain through 
each of his puzzling situations, as both 
the thumbsticks and motion control 
were tapped to play a role – unlike the 
rest of Super Mario 3D World, which 
only rarely employed the Pad's unique 
abilities. 

In the short demo shown at E3, it 
was clear that everything about 
Captain Toad: Treasure Tracker would 
be more epic. Puzzles are larger and 
much more complicated, but never 
Seem out of reach. The stand- 
out level in the demo was the 
boss "battle," in which Toad 
was tasked with grabbing a 
star from a fierce, fiery lava 
dragon. The dragon would 
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attack at every turn, and Toad had to 
find a way to dodge the fireballs and 
other attacks while snagging coins and 
ascending the volcano. He still can't 
jump (must be that backpack weighing 
him down), so defeating the monster 
seemed like an insurmountable task — 
but Captain Toad finds a way when the 
last platform he crosses gives way and 
slams onto the beast's head. Defeating 
enemies (especially bosses) with such 
а limited character may be the most 
satisfying part of the entire game, and 
there was plenty of that in the demo. 
While the game looks like a simple 
expansion of the mechanic the original 
levels proposed, Toad has new tricks 
up his sleeve this time around. It may 
not be Fire Flowers or Cat Suits, but 
he does have access to a pickaxe on 
Occasion, and can even toss veggies at 


at enemies (like good old Super Mario 
Bros. 2). Most of the game will focus 
on avoiding and dodging, but chucking 
turnips at Piranha Plants in first- 
person perspective while rolling in a 
mine cart was a blast. 

Toad also has more to find: Three 
giant gems are hidden in each level, 
and there are many more coins to 
collect as well. The GamePad interac- 
tivity has also been enhanced, 
allowing players to affect enemies by 
touching them, causing coins to 
appear with a swipe (and the afore- 
mentioned perspective swap). 

Captain Toad: Treasure Tracker will 
be out this holiday season. And hey, if 
the game ends up being too short, the 
obvious way to solve that would be 
adding more levels as DLC - so nobody 
could ever complain again that 
Captain Toad levels are in too short of 
supply! - BRETT 


POKEMON OMEGA RUBY 
& ALPHA SAPPHIRE 


E3 AND THE weeks in its wake have 
brought us quite a bit of new information 
and footage regarding the upcoming 
Generation ІІІ Pokémon remakes, 
Pokemon Alpha Sapphire and Pokémon 
Omega Ruby. First and foremost, the 
existence of several new Mega Evolutions 
was revealed in Japan's CoroCoro 
magazine (and further expanded on 
during E3), including new forms for 
Sceptile and Swampert - the final stages 
of the two starter Pokémon that did not 
receive Mega Evolutions as Blaziken did 
in Pokémon X and Y. Mega Sceptile will 
be a Grass/Dragon dual-type Pokémon 
and will also have the Lightning Rod 
ability. Mega Swampert retains his 
Water/Ground typing, but will receive a 
ew ability in the form of Swift Swim. 
So revealed were Mega Sableye and 
ega Diancie (even though Diancie itself 
asn't even been made available yet), 
nd Mega Metagross followed soon after. 
he ability for Mega Diancie for now 
remains a mystery, but the others do 
not: Mega Sableye receives Magic 
Bounce and a boost to its Defense and 
Special Attack (but at the cost of a 
lessened Speed stat), while Mega 
Metagross gains the ability Tough Claws 
and a greatly increased Speed stat. 
(Neither Sableye nor Metagross change 
their types when going Mega.) 
Meanwhile, Kyogre and Groudon - the 
legendary Pokémon for Alpha Sapphire 
and Omega Ruby respectively - are 
getting a somewhat different kind of 
Mega Evolution named Primal Reversion. 
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It’s actually more akin to devolution than 
evolution, as when the needed evolution 
item is used, Kyogre and Groudon 
regress to the titanic forms they once 
possessed back in ancient times, which 
were much larger and more powerful 
due to all the abundant energy available 
in nature at the time. Primal Kyogre (the 
official name for this stage of evolution) 
receives an increase to its Special Attack, 
while Primal Groudon gains a heightened 
Attack stat and has a type change to 
Ground/Fire. They both receive new abili- 
ties also, but the games’ developers at 
Game Freak are keeping quiet as to what 
those are for the time being. 

The Hoenn region’s getting a 3D 
makeover to bring it up to date with the 
style Kalos introduced in X and Y, includ- 
ing redesigned characters. The heroes of 
Hoenn and their adversaries in Teams 
Aqua and Magma all receive updated 
wardrobes and new means of activating 
Mega Evolutions: the Mega Bangle. 
(Though the Bangle doesn’t seem to be 
functionally any different from X and Y’s 
Mega Ring.) 

The games’ initial stories seem to be 
largely unchanged from the original 
versions: Team Aqua, led by Archie, is 
trying to widen the sea by awakening 
Kyogre, while Maxie's Team Magma 
wants to increase the size of the land by 
awakening Groudon. Any new develop- 
ments in the latter parts of each tale are 
being kept under wraps for now, but I 
expect that there will be at least a few 
curve-Poké Balls (ha ha) thrown into the 
mix. 

Add in new bicycle puzzles (both bikes 
make their return), reimagined gyms, the 
ubiquitous surfing areas and improved 
cave paths, and exploring Hoenn's going 
to feel all-new this November! - THOR 


FOSSIL FIGHTERS: 


FRONTIER 


THE FOSSIL FIGHTERS franchise is coming to the 3DS with a 
few fresh changes made to the formula. 

First up is your new method of travel, the trusty Fossilmobile – 
you'll use it to drive across the landscape in search of new 
Vivosaur fossils to uncover. By using the radar on this all-new 
buggy, you'll be able to zero in on optimal excavation spots in 
various environments. That variety includes watery, tropical and 
icy landscapes, and each one has obstacles to overcome. 

The real fun begins when you start to uncover a fossil, though 
(which you have to do gently, so you won't harm the artifact 
inside). A combination of patience and quick stylus taps is needed 
to survive fossil extraction — but you'll develop the skills you need 
with practice and become an expert archaeologist in no time. 

When you're not busy driving around or digging in the dirt, 
you'll be dueling dinosaurs. Wild Vivosaurs roam each landscape, 
and when you face off against them in turn-based battles, you'd 
do well to learn all about the elemental system. You won't simply 
battle with claws, but with magical attacks that each have special 
elements attached to them. You'll need to learn which elements 
are strong against others (as in Pokémon) and teach your 
Vivosaur strong combos to succeed. The Fossilmobile doesn't sit 
idle during fights, though - you can equip it with weapons to 
assist your Vivosaurs in taking down their foes. 

But the real highlight of Fossil Fighters: Frontier will likely be 
playing it with friends – through local wireless, you'll be able to 
explore and dig up fossils together. You can also duke it out 
against one another in six-player battles, in which teams of three 
battle locally or online with their Vivosaurs. Jurassic! - DAAN 
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FANTASY LIFE 


THE ADORABLE JOB-SWITCHING 
action/RPG Fantasy Life is set to hit 
Western shores this October, and fans of 
previous portable handheld epics such as 
Dragon Quest IX or the Mana series have 
а lot to look forward to. Co-developed by 
Level-5 (Professor Layton, Dragon Quest 
IX) and 1-Up Studios (formerly Brownie 
Brown, of Mother 3 fame), Fantasy Life is 
a flexible role-playing title which allows 
players to "live the life they choose," by 
selecting one of several unique roles and 
undertaking job-specific tasks. Whether 
felling trees as a lumberjack or felling 
dragons as a warrior, Fantasy Life offers 
a wealth of options to the would-be 
adventurer. 

Crafting careers are completed by 
way of rhythm-based minigames, 
swinging the tool of your selected profes- 
sion along with the beat to produce 
armor, weaponry and items. Battling 
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classes such as the knight or the mage 
will undertake a more traditional role, 
combating deceptively cute critters ina 
time-honored action/RPG style. 

Jobs can be freely switched between, 
ending the game a vaguely Metroid-ish 
puzzle-solving element - areas a knight 
wishes to access may be blocked by a 
arge tree, for example, requiring the 
player to return under the guise of a 
umberjack to uproot the obstacle. 

Boasting elements inspired by Animal 
Crossing (such as house decoration), as 
well as featuring music by Nobuo 
Uematsu and art by Yoshitaka Amano 
(mainstays of the Final Fantasy series’ 
development) means the wait for Fantasy 
Life will likely be agonizing, but well 
worth it. The game was shown off at E3 
with scenes from a beautiful opening 
cutscene, reminiscent of those found in 
the Layton series, and it's this estab- 
lished pedigree of production values that 
has us champing at the bit to finally get a 
life this October. - ROBERT 


HARVEST MOON: 
THE LOST VALLEY 


RETAINING THE “HARVEST MOON?” title but injecting a heady 
dose of Minecraft into the formula, The Lost Valley is the first 
project from Natsume's new internal Harvest Moon team. The 3DS 
farming sim tasks the player with returning the four seasons (the 
natural weather and climate periods, not the hotel) to the titular 
area. How best to restore order to the natural world and bring 
back the spring, summer and fall to The Lost Valley? Farming, of 
course! (Really, what were you expecting?) 

Boasting a far greater degree of farmland customization than 
ever before, The Lost Valley allows players to build vertically to 
form hills, edge out riverbanks, construct bridges and modify the 
land in a number of ways to better suit their preferred playstyle. 
The game has a markedly Minecraft look - the land is divided into 
cubes, which stack to form elevation. Players can further custom- 
ize their land by digging wells, channeling rivers into waterfalls or 
creating large lakes on their premises. It's a level of customization 
seldom seen in the fairly rigid Harvest Moon titles of days past, 
which were content to limit farm customization options to just 
growing onions or tomatoes - we'll be interested, then, to see 
how much of this forms into meaningful gameplay and how much 
of it is extraneous window dressing. 

Naturally, the player can also court the affections of several 
eligible townspeople, with the ultimate goal being marriage. 
Whether this will be required for progression or entirely optional 
remains to be seen, but fans of the Harvest Moon series will be 
glad to know this important side goal has survived the shift to the 
new development team. 

Natsume's new developers have a lot to prove with The Lost 
Valley, particularly due to the competing Story of Seasons by 
series originators Marvelous Entertainment - with two titles 
crowding this fairly niche genre later this year, we'll be interested 
to see which farming sim comes out on top. - ROBERT 
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* STORY OF SEASONS 


ABANDONING THE ESTABLISHED Harvest Moon moniker but continuing with the series' oddly 


- engrossing farming gameplay, Story of Seasons is the latest installment of the original agricultural sim 


series from Marvelous AQL. The key concept of Story of Seasons is "communication": while players will 
still move in to a sleepy farming village - gradually improving their crops and livestock and vying for 
the attention of a potential suitor — products are now sold to various "countries" who have different 
values for certain stock, and may require the player to venture far afield to make deliveries. With char- 
acter customization options and new constructions such as a Wildlife Safari to build (are monkeys 


useful for agriculture?), we'll be keeping a close eye to see if Story of Seasons 
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withers on the vine. - ROBERT 
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THE LEGEND 
OF ZELDA | 


OF ALL THE games Nintendo fans 
were looking forward to seeing during 
Nintendo’s Digital Event at E3 2014, 
the next Legend of Zelda title for Wii U 
was undoubtedly the most antici- 
pated. While Nintendo hadn't even 
hinted at the game's presence in the 
weeks leading up to the event, it was 
all but given that Link's latest would 
appear in some form during the com- 
pany's presentation. And Nintendo 
certainly didn't disappoint, offering a 
tantalizing – if brief – look at the next 
installment of the legendary franchise. 

The footage opened with a 
message from the series’ producer, Eiji 
Aonuma, who explained that the 
team’s goal with the next Zelda game 
is to rethink the series’ conventions. 
Aonuma cited the first Legend of Zelda 
for NES — with its vast world that 
players could explore freely – as the 
inspiration behind this decision. 

This isn’t the first time that he and 
his team have sought to inject a 
greater degree of freedom into the 
series; The Wind Waker mimicked the 
sense of grandeur found in the NES 


title by taking place on a wide-open 
sea, while the recent 3DS installment, 
A Link Between Worlds, featured a col- 
lection of dungeons that could be 
tackled in any order, giving players 
greater agency in dictating the pace of 
their adventure. 

But despite those advances, 
Aonuma admits the series has never 
quite been able to replicate the seam- 
lessness of the earliest Zelda games, 
due in large part to hardware restric- 
tions. While the scope of each game 
has grown alongside the strength of 
its hardware, Link’s adventures have, 
by necessity, become more linear as 
their narratives and environments 
became more complex. 

Thanks to the power of the Wii U, 
however, Aonuma and his team have 
finally been able to remove any 
barriers that might stand in the way of 
the adventure, creating a truly 
seamless world for players to explore. 
Not only will this make the next Zelda 
game the largest in terms of sheer 
scale, it opens up countless new 
gameplay and puzzle opportunities for 


for the series as well. Now, Link will be 
able to trek to any point he can see on 
the world map, and players will need 
to carefully consider where they want 
to go and what they'll need to do in 
order to get there. 

Despite being in the early stages of 
development (Nintendo has said that 
the game will not be launching until 
sometime in 2015), the next Legend of 
Zelda title is already shaping up to be 
one of the most breathtaking for Wii 
U. The game's debut trailer offered a 
small glimpse at its sprawling version 
of Hyrule, with rolling hills that tumble 
and stretch far into the horizon. The 
verdant landscape is brought to life by 
a lush visual style, which eschews the 
grit of the 2011 tech demo for a look 
that blends the cel-shaded aesthetic of 
The Wind Waker with the Impression- 
istic flair of Skyward Sword. 

Link himself also looks a bit differ- 
ent this time around, trading his sig- 
nature cap and tunic for a hood and 
blue shirt. (Of course, he'll likely don 
his traditional garb early on in his 
journey, as has been the case in most 


recent Zelda games, but it's neverthe- 
less intriguing to see him in what are 
presumably his civilian clothes.) It also 
appears that he has once again 
switched dominant hands; at one 
point in the trailer, Link can be seen 
drawing his bowstring back with his 
right arm, suggesting that he may be 
the second incarnation of the charac- 
ter to be canonically right-handed. 
(The Wii version of Twilight Princess 
notwithstanding, the first Zelda game 
to feature a right-handed Link was 
Skyward Sword, to better accommo- 
date its motion-based swordplay.) 

But perhaps the most curious thing 
about the trailer is that it featured 
traces of technology unlike anything 
yet seen in the Zelda series. The peace 
and serenity of the trailer's opening 
image is broken when Link and Epona 
are attacked by a giant mechanoid, 
which skitters, spider-like, across the 
field on spindly, robotic arms. The 
creature pursues the two into a 
nearby glen, where Link retaliates by 
firing a series of strange, explosive 
arrows at it. It's a thrilling, action- 
packed sequence, but the presence of 
such unusually advanced technology 
amidst the rustic Hyrule countryside 
hints at a new threat in store for the 
kingdom. 

Beyond this brief glimpse at the 
game, Nintendo has revealed very few 
concrete details on the next Legend of 
Zelda, but the footage we've seen of it 
thus far is enough to convince us that 
it'll be another worthy installment in 
the storied franchise. Between its 
stunning visuals and the new 
gameplay opportunities afforded by 
its vast, seamless world (not to 
mention any other surprises that 
Nintendo may be withholding from 
fans), Link's first, true Wii U adventure 
looks like it'll be another highlight in a 
year bursting with anticipated 
releases. - KEVIN K. 
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THE MIYAMOTO PROJECTS 


Nintendo's legendary creator debuts three new works in progress - including Star Fox! 


BACK IN 2011, Shigeru Miyamoto 
indicated that he intended to spend 
more time working on smaller projects 
in a more direct designer role. It's 
been a while since he's had a chance 
to get down and dirty designing new 
experiences, but the Wii U provides 
the perfect opportunity - Nintendo's 
identified a lack of compelling experi- 
ences that make use of the Wii U's 
premiere feature, the GamePad. At E3, 
Miyamoto unveiled three projects that 
revolve around this objective, in a far 
earlier state than is usually shown in 
public. 

First, the creator is working on a 
new sequel for the Star Fox series, and 
the traditional Arwing mechanics are 
already in place. But now, the 
GamePad shows the landscape in 
first-person perspective, while the TV 
screen depicts the usual behind-the- 
engine view, allowing for independent 
control of navigation and targeting – 
flight controls use the analog stick 


buttons, while the gyroscope directs 
the Arwing's nose. 

Many Star Fox staples are back, 
such as comrades Slippy and Falco 
and perennial adversaries Star Wolf. 
Complementing the returning Land- 
master tank, a new rotor-equipped 
ship can drop a robot to the ground, 
which remains tethered to the heli- 
craft. The GamePad shifts to the robot 
perspective, which gains the freedom 
to drive and shoot. This dual-machine 
use necessitates two independent 
views of the action, with flight naviga- 
tion requiring stick control in tandem 
with the gyroscopic robot controls. 
The pair was used to defend a city 
from a Godzilla-esque monster and 
robotic invaders. 

Miyamoto's other two projects are 
all-new concepts. Project Guard sticks 
players in a security guard's seat – 
which might sound mundane, but 
you're tasked with defending a base's 
central generator from an incoming 


barrage of robots in a multitasking 
tower defense game. The TV shows a 
dozen camera views, while the Pad 
displays a map of the facility, allowing 
you to select and reposition different 
cameras using the touch screen. The 
active camera is the only one that can 
shoot at the invaders, so you must 
quickly identify threats, switch to the 
right location and then target and take 
them out. The robots possess a variety 
of attack and defensive abilities, 
increasing in intensity as time goes on. 
It'S a perfect "second person" experi- 
ence - spectators can frantically shout 
the numbers of cameras where they 
see the approaching robots, but it's up 
to the "guard" to take action. 

Finally, Project Giant Robot puts 
players behind the eyes of a giant 
fighting robot, evoking Japanese 
Super Robots of the 1970s. Players 
begin by constructing a robot of their 
own conception from a variety of 
parts, ranging from the fantastic to 


the generic. Want to create a robot 
made entirely out of warped head 
pieces? Go for it. Viable or not, once 
constructed, it's sent out to tower over 
a city, facing off against other giant 
robots. 

Comically, each part of the robot is 
controlled independently, and each 
reacts slowly to your inputs, reflecting 
control of a lumbering mechanical 
monster. The analog sticks direct each 
arm, the torso sways along with the 
GamePad gyro, and the shoulder 
buttons push the robot forward or 
backward. Keeping its center of 
balance low is key - if it topples, you 
lose. A first-person view is shown on 
the screen, which helps you direct the 
robot's laser vision to, for instance, 
take out the knees of an enemy bot. 

These early demos show great 
promise in showcasing the Wii U's 
innovativeness - though they also 
require a lot more coordination and 
concentration than Nintendo's usual 
offerings. Plenty of time remains for 
the gameplay to evolve - the projects 
are scheduled for 2015. - AARON 
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BUT ARE 
THEY ALL 
STAR FOX? 


125 possible that Miyamoto's 
projects are all part of the 
same game. The Star Fox 

logo was conspicuously 
emblazoned on the Project 

Guard security cameras, and 

the similarities between the 

Giant Robot battles and Fox's 

city defense mission are 
evident. Miyamoto himself 
hinted at a connection, 
though it remains to be seen 
how closely they're linked. 


KIRBY AND THE 


WHILE IT WAS certainly a wonderful 
addition to Nintendo's ЕЗ announce- 
ments, Kirby and the Rainbow Curse was 
also overshadowed somewhat by the 
likes of Super Smash Bros. and Hyrule 
Warriors. Those who were able to resist 
those games’ demos for a bit got a great 
little surprise when they made their way 
to the Kirby demo station in the back of 
Nintendo’s E3 booth, though, and it was 
worth every minute of missed Smash 
matches. 

There have been many games that 
have used clay as a visual focus (the 
ClayFighter series, Claymates and even 
Neverhood come immediately to mind), 
but it’s the gameplay seen here that will 
draw the most immediate comparisons 
to the past from most Nintendo fans – 


since it's nearly identical to 2005's Kirby: 


Canvas Curse from the Nintendo DS. The 
GamePad’s screen is where all the action 
takes place, as you guide the little pink 
glob with the stylus. Tap Kirby to make 
him speed up, and guide his movement 
by drawing lines on the screen (that will 
appear as a rainbow-colored clay rope). 
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RAINBOW CURSE 


Collecting stars makes Kirby more 
powerful, and collecting 100 stars allows 
Kirby to grow larger and blast through 
blocks and enemies. 

A few levels were available at E3 to 
experiment with. The beginner level was 
slow, allowing players to learn the moves 
without much of a threat. The next level 
expanded upon that tutorial by placing 
Kirby in a water zone where the pace 
quickened and the danger grew. The last 
level had players controlling a clay tank 
Kirby, allowing E3 attendees to tap an 
enemy to shoot at it, or tap and hold 
Kirby to turn him into a missile launcher 
to take them all out at once. 

Even if you know Kirby well or have 
played Canvas Curse a lot, this follow-up 
feels different. Kirby as a clay ball makes 
sense, and everything appears and 
reacts as it would if it took place in a 
19805 claymation special. There are 50 
many great opportunities and creative 
ways to hide secrets and collectibles. 
Even characters that are familiar, like 
Whispy Woods, work differently because 
of the clay element. The game is simply 
gorgeous, and no detail escapes the clay 
style! - BRETT 
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THEATRHYTHM 
FINAL FANTASY: 
CURTAIN CALL 


RAISE YOUR BATON once more, as Theatrhythm Final Fantasy: 
Curtain Call will be resonating through your 3DS speakers on 
September 16. Like the original Theatrhythm from 2012, Curtain 
Call takes you on a musical journey through Square Enix's storied 
role-playing franchise. You select a party of four from the 
pantheon of Final Fantasy heroes, then you clear stages by 
tapping and swiping the touch screen in time with the music. The 
better your performance, the more experience points you earn. 

The star of Theatrhythm is the song selection, so it's no 
surprise that Curtain Call's playlist is full to bursting. The game 
comes packed with a whopping 221 tracks - that includes not just 
the base songs but also all the DLC from the first Theatrhythm, 
plus nearly 100 new ones! (Only a single track, Final Fantasy XV's 
"Somnus," didn't make the transfer.) Many of the fresh tunes 
come from various Final Fantasy spin-offs, like Mystic Quest, 
Crystal Chronicles and the PSP's Dissidia fighting titles. On top of 
those are even more DLC songs, including some from the SaGa 
series (originally introduced to the West via the renamed Final 
Fantasy Legend games on Game Boy). 

Beyond that, there's a new Quest Medley mode in which you'll 
travel across randomized world maps, marching through fields 
and battling bosses to unlock more characters and items. Then 
there's a new Versus mode that pits two local friends against each 
other in a sonorous showdown. All this makes Curtain Call not 
some mere sequel, but the ultimate package for Final Fantasy 
music aficionados! - TONY 
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XENOBLADE CHRONICLES X 


It’s official - Monolith Soft's mysterious "X" is a Xenoblade sequel. 


NEARLY 45 MINUTES of uninter- 
rupted Xenoblade Chronicles X action 
was showcased at E3, giving us an 
in-depth look at the game that is now 
officially being recognized as a succes- 
sor to Monolith Soft's Wii classic. But, 
sadly, the massive RPG isn't coming 
out this year like we originally hoped — 
instead it's been slated for a 2015 
release. 

But good things come to those who 
wait, and Xenoblade Chronicles X 
looks fantastic. The story setup begins 
on Earth, but things go haywire 
quickly. Two alien forces are engaged 
in an enormous battle, with our planet 
serving as the unfortunate backdrop 
for the extraterrestrial war. As such, 
humanity flees in the nick of time on 
massive, city-sized Ark Ships, and our 
homeworld unfortunately gets vapor- 
ized due to the outer space clash. 

The trouble doesn't stop there, 
though. The extraterrestrial forces 
engage the human refugees in space 
during their escape, knocking one Ark 
Ship out of the sky and onto a new 


planet. It's this foreign environment 
that appears to serve as the setting 
for Xenoblade Chronicles X. While 
most of the crew survives the crash - 
along with the city of Neo Los Angeles 
intact (it was inside the ship that went 
down) - many people eject via escape 
pods and are scattered across the 
alien terrain, including the main char- 
acter. 
Enter Elma, a silver-haired and 
armored scout who's scouring the 
planet for ship survivors. She finds 
you in a stasis pod and wakes you up. 
Thus begins your first steps into the 
vast world of Xenoblade Chronicles X. 

And while the gameplay design 
looks familiar, your first task is a 
notable departure from the Wii title: 
character customization. You can 
choose the main character's gender, 
hair color and style, and more from a 
list of options, which is a welcome 
addition in any RPG. 

Once settled on your appearance, 
Elma escorts you on a trip back to Neo 
Los Angeles, mankind's last remaining 


center of civilization and the hub area 
for your quest. But on your way to the 
new LA, you can adventure as you 
please - engaging enemies in battle 
and exploring the vistas and land- 
scapes that Monolith Soft is so 
amazing at constructing. 

This introduction and tutorial 
seems right in line with Xenoblade 
Chronicles, with expansive locales 
filled with creatures, big and small, as 
well as a changing weather system. 
The development shift to Wii U for 
Monolith Soft, though, has brought 
forth truly breathtaking visual flour- 
ishes. The draw distance and sense of 
scale on display produce some awe- 
worthy moments, as mountain ranges 


and waterfalls decorate the landscape. 


The only drawback noticeable so far 
relates to character faces, which seem 
dated and subpar. 

The combat system also looks to 
build off Xenoblade Chronicles, with 
Arts returning and showcased once 
again with a horizontal interface on 
the bottom of the screen. Each Art 


requires Technical Points - accumu- 
lated through melee attacks - and 
features a cool-down timer before 
becoming available again. They serve 
as each character's special attacks. 

Standard attacks are divided into 
close- and long-range subsets, with 
characters able to swipe at enemies 
up close with a knife or put some 
distance between their targets using a 
gun. And these basic strategies only 
scratch the surface - you'll also be 
able to switch classes mid-battle, 
pinpoint different areas of a monster 
and upgrade weapons and armor. 
Seems like quite the multifaceted and 
deep combat system. 

But with all we learned at E3, 
there's still plenty left to discover – 
about the mechs, and multiplayer, and 
Miiverse . .. 45 minutes wasn't 
enough! The wait until 2015 will be a 
tough one. - EVAN 
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PLATINUM GAMES’ ВАҮОМЕТТА is one of my favorite action 
titles of all time, so when its sequel was announced, | couldn’t 
wait to get my hands on it. So | waited. And waited. And as we all 
waited with nary a word on any real details, E3 2014 finally blew 
Nintendo’s plans for Bayonetta 2 out of the water. 

First things first, the original Bayonetta will be included with 
the purchase of the Wii U game - something many a fan has been 
clamoring for since the announcement. After a few snafus it was 
revealed that both digital and physical buyers will get the original 
game intact. It's not just a straight port either, because in 
addition to some fine-tuning, there are four extra costumes 
that we know of at this point — Princess Peach, Samus, Link 
and Princess Daisy - and their use isn't just cosmetic. 

The princess outfits will call upon the power of Bowser 
through portal-like rifts, Link can wield the Master Sword | 
and summon little Zelda soundbite jingles, and Samus can H 
flip up her visor at will. Beyond that, smaller tweaks are | ( 
being made to the core gameplay, specifically in regards | 
| 
| 
| 


to an improved framerate - a problem that plagued the 
original game on the PlayStation 3. 

Tag Climax will be the previously rumored co-op 
mode, which allows Bayonetta and a friend to team up 
against both angels and demons. Although it’s not a 
straight PVP mode like some people were expecting, 
players will be able to "wager" Halos (currency) against 
each other in each round. To the victor go the spoils, 
as the winner of the wager will be able to carry their 
earnings into the campaign. 

Nintendo has been taking a lot of chances lately 
with these out-of-the-blue publishing announcements, 
and I love it – the Wii U is better off for it. Bayonetta 
will make her Wii U debut in October! - CHRIS 
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TOMONOBU ITAGAKI IS a legendary 
figure in the gaming industry. Although 
he’s probably more well known for 
creating the Dead or Alive franchise, my 
personal favorite mark he’s made is the 
reboot of Ninja Gaiden - specifically 
Ninja Gaiden Black, which is easily one of 
the best action games of all time. 

After years with Tecmo though, his 
rock and roll lifestyle hit an impasse with 
the company - іп 2008 he announced his 
resignation, and his plans to sue his 
former employer. In 2010 he announced 
his next project - Devil’s Third, from his 
new studio, Valahalla Game Studios. 

Then we waited for more info. As each 
month passed by it seemed like the game 
would never get released. Eventually, 
THQ picked it up - and they subsequently 
folded into oblivion. For many more 
months we were completely unsure what 
would even happen to the game, as 
Itagaki promised consistently that it 
would still see the light of day. 

Then the unthinkable happened - 
Nintendo announced their plans to not 
only support Devil’s Third, but to publish 
it as well – on the Wii U, as an exclusive. 
Like Bayonetta 2, another hardcore 
action franchise was snapped from the 
jaws of cancellation once more. 

So what is Devil’s Third? Well, it’s a 
third-person shooter (with some sword- 
play), much unlike Itagaki’s previous 
titles - which were predominately of the 
hack-and-slash variety, with very little in 

the way of formidable projectiles. The 
premise is based off the "Kessler 

Effect," - a renown theory that states 


N that eventually, all of the clutter of 


м 


space by way of satellites will collide, 

causing a total wipeout of important 
technology, stunting space exploration. 

As well as a solo campaign, multi- 
player has been confirmed in the form of 
fortress battles - along with a level 


aà editor and the customization of char- 


acters. From the sound of it, this is 


EVIL'S THIRD 


going to be one huge game. 

Devil's Third is very clearly a spiritual 
successor to Ninja Gaiden in many ways, 
including its new ninja controller 
scheme, which will mirror the Gaiden 
games in style. Even larger-than-life 
bosses were shown off in the debut 
trailer, including one juiced-up thug who 
could take down a concrete pillar with a 
lone bull rush. 

All of Itagaki's violent tendencies are 
confirmed as well, including the big one 
- dismemberment. According to the 
creator, the game is almost entirely the 
same as it always was, with only small 
differences due to Nintendo's influences. 
He notes that he learned quite a bit from 
the Big N (which isn't typically something 
Itagaki would admit to out loud). The 
engine has likely evolved quite a bit 
alone, since they were previously 
working with THQ's Darksiders 2 engine. 

Valhalla Game Studios has noted a 
very amicable relationship with 
Nintendo, claiming that they didn't ask 
them to tone down the violence, and 
there were very few boundaries set in 
place by the new publisher. (But it seems 
like Nintendo costumes are out of the 
question though for the time being.) 

Devil's Third was an interesting 
enough project on its own thanks to 
Itagaki's involvement, but Nintendo's col- 
laboration has me even more excited. An 
"epic trilogy" is planned if the game does 
well, so hopefully enough Wii U owners 
will adopt it come launch time. If both 
Devil's Third and Bayonetta 2 are sup- 
ported en masse, we could see a real 
surge in terms of hardcore action on the 
Wii U — something the Wii could have 
used a lot more of. 

Currently, Devil's Third does not have 
a concrete release date. But then, we're 
used to waiting for this one. - CHRIS 
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SUPER SMASH BROS. 
FOR NINTENDO 3DS & Wii 


The roster expands even further with six more new fighters! 


NINTENDO FANS LUCKY enough 
to attend E3 this year were greeted 
with an explosion of Super Smash Bros 
media. The booth itself was adorned 
with enormous images of various 
fighters (like Samus, Pikachu and 
Villager) among dozens of stations 
containing the Wii U or 3DS game. The 
Nokia Theatre was fully rented out to 
host a Smash Bros. Wii U tournament 
among the world's best players - with 
special guest appearances from 
Reggie Fils-Aime and Smash's director, 
Masahiro Sakurai. And over 20 of the 
announced characters were playable 
on the show floor, including several of 
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the newcomers that fans had been 
eager to try out. Perhaps most 
exciting, though, was the reveal of 
additional fighters to the roster (who 
you can read about in the sidebars). 

In addition to new characters being 
revealed, Nintendo had plenty of 
exciting bits of news regarding their 
flagship fighting game. For starters, 
Super Smash Bros. for Wii U will be 
the first game to utilize Nintendo’s 
new Amiibo figurines. The characters 
themselves were on display in glorious 
plastic at Nintendo’s booth, and it 
seems that the first wave of them will 
all be posed based on their official 
Super Smash Bros. characters art. 

Additionally, in a move that’s bound 
to please Smash tournament players 
around the world, Nintendo also 
announced the Wii U GameCube 
Adapter. This handy device plugs into 


LADY PALUTENA 


the Wii U’s USB ports and allows up to 
four GameCube controllers to be used 
with Wii U games. The controllers will 
be hitting shelves at $29.99, while the 
Adapter will cost $19.99. For Smash 
fans who swear by the Cube's classic 
button layout (including yours truly), 
this is going to be a must-have acces- 
sory. It seems that Nintendo agrees, 
too, as there will be a special Smash 
Bros. Wii U bundle that includes the 
game, the Adapter and one GCN con- 
troller for $99.99. 

The only real downside was that 
the 3DS version was pushed back 
slightly. Instead of hitting during 
Summer 2014, it’s been delayed to 
October 3. 

Over 15 Wii U stations were set up 
around the E3 booth, each fully 
stocked with a GameCube Adapter and 
four GameCube controllers for an 


LUCINA 


Spoiler alert for Fire Emblem: 
Awakening! Representing the 
venerable Fire Emblem franchise, 
Lucina wakes her blade as the first 
playable female from said series. 
As one of the main characters in 
Awakening, Lucina already has a 
devoted fanbase, making her a 
popular choice. Unlike her simulta- 
neously revealed partner Robin, 
though, Lucina’s moveset is copied 
from an existing character: Mar 
(This is fitting, considering her role 
in last year’s handheld adventure.) 
She does have some differences - 
such as her height and the fact that 
the tip of her sword doesn’t deal 
more damage like Marth's does – 
but otherwise, Lucina seems to be 
the first "clone" of the new Smash. 


immediate familiarity to Smash Bros. 
fans. If the promises of throwing down 
with newcomers Mega Man, Little Mac 
and Villager weren't enough, the 
winner of each match would get their 
very own Super Smash Bros. for Wii 
U/3DS T-shirt! Despite being the 
hottest game at Nintendo's show, the 
lines were always manageable thanks 
to the multiple players and quick, 
two-minute Time matches. There was 
even an elevated stage and extra- 
large screen for the biggest Smash 
fans - attendees who could prove they 
were hardcore Nintendo fans were 
allowed in the line to compete for a 
coveted Smash medal. 

| made sure to spend quite a bit of 


Sakurai's own Kid Icarus: Uprising was one of the biggest 3DS hits of 2012, so 
Palutena's arrival in Smash was somewhat expected . . . but still very welcome! The 
goddess granted Pit special powers in Uprising, but now she's turned her blessings 

on herself to be able to wield such moves as Celestial Firework, Mega Laser and 
Warp. And those are just three of her 12 different options! Better say your prayers. 
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ROBIN (A.K.A. “MY UNIT”) 


Just in time for this issue, Robin was 
unveiled - or rather, unhooded - along 
with Lucina through a special presenta- 
tion on the Smash Bros. website. This 

character's official name isn't as well- 
known as most, as he's the customiz- 
able avatar in Fire Emblem: Awakening. 
(You might know him as "My Unit" from 
that game's marketing.) His default 
name is Robin, though - which is a fit- 
ingly unisex name for a character who 
has a playable male and female version 
in both Awakening and Smash Bros. 
Though Robin can be trained as any 
ind of warrior in Awakening, his Smash 
self will fight as a sword-wielding mage 
-and he'll stand out from the crowd by 
utilizing a gameplay element lifted 
straight from the series: magical tomes. 
Robin relies on the spellcasting power of 
hese mystic books to fuel his special 
moves. While these magic attacks are 
powerful and varied (running the gamut 
rom Wind, Thunder, Fire and Dark 
spells), the tomes have a limited number 
of uses before breaking. And once 
hey've broken, they can't be used again 
(until they regenerate themselves). 

The tactician also brings along his 
ightning-powered Levin Sword, which 
allows for some hard-hitting Smash 


Attacks – but it too can be broken after 
too many uses. While he's waiting for 
these weapons to restock, Robin can 
stick with his trusty but basic Bronze 
Sword, a reliable weapon (if not a 
terribly flashy one). 

Robin made the playable cut over 
Chrom since his magical attacks made 
him unique. We like the pick; the clever 
limited-use mechanic for his abilities is 
sure to shake up the battlefield. 


f 


me, personally, my boy Mega Man 
stole the show. With his eclectic 
variety of melee and projectile 
attacks, he won me many a 
T-shirt... and a medal! 

Not to disregard the handheld 
version of the game, of course. While 
there were no prizes awarded for 
playing Smash 305, there were а 
plethora of systems around the booth 
featuring the game’s exclusive "Smash 
Run" mode. Bearing a strong resem- 
blance to City Trial mode from Kirby 
Air Ride, Smash Run tasks fighters 

with exploring a large, open- 


CAPTAIN FALCON 


"VES!" Get ready to show us your moves, 
because Captain Falcon is returning to Super 
Smash Bros. once again, bringing his reper- 
toire of flashy attacks with him. As always, 
he’s hopped out of the Blue Falcon’s cockpit 
ended arena, battling it out with and is ready to throw down with the best of 

re У А the best, delivering a heaping helping of 
familiar Nintendo enemies such Falcon Punch to whoever's dumb enough to 
as Goombas (Mario), Bulborbs stand in his way. The good Cap has been 

(Pikmin) and Reapers (Kid Icarus). unlockable in two of the three Smash Bros. 
Throughout the timed exploration, titles so far, so it’s hard to say yet if he’ll be 

д А available from the get-go or not this time 
your player will gather tons of items around. Either way, F-Zero fans have cause to 
that boost their ingrained statistics: 


celebrate once again, since their boy has 
Attack, Defense, Speed, Jump, Arms 


made his gloriously manly return. 
and Special. Once the time is up, all 


players (CPU or human) will take their Г 


powered-up character into а brief 
brawl for all the glory. It’s an addictive 
and refreshing change of pace, and 
will be one of the elements that’s 


3DS-exclusive. 

A new Super Smash Bros. is a rare 
and wonderful treat for Nintendo fans, 
and it’s been great to see Nintendo 
fully embrace that fact this year. The 
time to Smash once more is almost 
upon us, friends! - MATTHEW 


time there, myself. 

As of now, the game seems to be 
slightly faster than Brawl was, with a 
bit of an extra emphasis on being 
aggressive and tying your attacks 
together. It looks gorgeously colorful 
and smooth, even when four players 


(and an Assist Trophy) were wreaking 
havoc on the battlefield. And the 
playable newcomers at the show – 
Villager, Wii Fit Trainer, Rosalina & 
Luma, Little Mac and Greninja - all felt 
very fresh and brought some terrific 
new dynamics to the battles. But for 


THE Mii FIGHTERS 


Nintendo's ЕЗ Digital Event opened with a dramatic - and hilarious - battle between Reggie and Iwata. After they traded a few 
lightning-fast kung fu kicks and punches, the camera cut to . . . Reggie and Iwata in Smash Bros? Could it be!? Well, yes and no. 
As it turns out, players will be able to play as Reggie, Iwata, Abe Lincoln and anyone else they desire this winter . . . in Mii form! 
Sakurai has taken the customization attributes of Miis a step further, though, with giving players access to three wholly different 
Mii Fighter types and movesets. On the left there is the Mii Gunner, who specializes in sci-fi lasers and long-distance power (great 
for your Han Solos and the like). In the middle is the Mii Brawler, who's all about throwing fists of fury, as well as some powerful 

spinning kicks (fitting for Miis of Bruce Lee or Hulk Hogan). And finally, we have the Mii Swordfighter, a nobler weapons expert 
who's all about cutting opponents down to size. (See? You Chrom fans can still put him in!) 
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PAC-MAN HUNGERS FOR BATTLE! 


As a wise man once said, "Wakka wakka." and come up with some truly unique abilities for 
Behold - the world's most famous hungry circle him. His standard biting move is there, of 
(sorry, Kirby) is our newest third-party con- course, complete with a row of dots and a quick 
tender in Smash Bros! Joining the ranks of guest transformation into his simpler, legless form. He 
characters Sonic and Mega Man, Pac-Man was can even summon pixelated fruit and ghosts 
officially added to the fracas during a meeting from the original game, or whip out a fire 
with Sakurai the first night of E3. And it's under- hydrant from the slightly-more-recent arcade 
standable why the fourth third-party Smash platformer Pac-Land. But the developers also 
character is the Pac. Not only is he wildly well- saw fit to give Pac-Man a few moves that corre- 
known and Miyamoto's favorite gaming charac- spond to Namco's own history outside of the 
ter, but Pac-Man is no stranger to Nintendo: he character, such as a high jump that utilizes the 
appeared in multiple Mario Kart arcade adven- trampoline platform from Mappy, and a taunt 
tures, as well as the EAD-developed Pac-Man Vs. called Namco Roulette which features a variety 
(and plenty of Pac-Man ports and sequels of character cameos. PAC- MAN AN D TH E 
throughout the decades). If he's feeling especially peckish, Pac-Man 

Pac-Man's latest appearance might be one of should grab a Smash Ball and utilize his devas- G HOSTLY ADVE NTU R ES 2 
his most celebrated yet, though; the yellow guy tating Final Smash, which allows him to chomp 
has arguably been out of the spotlight for quite across the screen as an enormous, 2D yellow , ° 
awhile, and it's possible that — like Mega Man - circle of mass destruction. The new Pac 5 cartoon capers continue. 
Pac-Man's playable status could give him quite а The Pac's packed a pair of new stages, too. 
bit of fresh attention. Pac's been in quite a Wii U players will be welcomed into the strange, 
number of games over the past few decades, but brightly colored Pac-Land, but 3DS Smashers LAST YEAR, PACMAN and the Ghostly Adventures came tothe 
it can be argued that he hasn't been terribly will be in for the real treat — a stage modeled Wii U and 305 in two different games with two different styles - а 
relevant outside of his appearances in the "805. after the classic arcade Pac-Man maze. 3D platformer and a 2D platformer, respectively. Though both 

It's fitting, then, that the hungry sphere's Allin all, Pac-Man’s bringing a lot of freshness were derived from the same source material (Pac-Man’s new 
Smash Bros. appearance celebrates a wealth of with him, and we're definitely looking forward to i 
Pac-Man history through his attacks. While it's taking control of his voracious appetite. Between cartoon show) and shared E common elements (certain 
difficult to imagine a varied set of moves for the Mario, Sonic, Mega Man and now Pac-Man, this power-ups and enemies), each was its own distinct entity. 
character, Sakurai has pulled out all the stops Smash is shaping up to be a fight for the ages. While we preferred the 3DS version just a bit more, it would 


seem that it was the Wii U game that proved the more popular of 
the two, as that’s the direction Bandai Namco is going for both 
systems with this sequel. In fact, as we've been told, the two are 
essentially the same game, so at least that will simplify any 
potential decision-making upon their release. 

As for what players can expect from this installment, bigger 
and better seems to be the order of the day as Bandai Namco is 
promising more content from the cartoon show's two seasons, 
such as new friends and enemies to be encountered. By that same 
token, power-ups from the first game will return with new 
enhancements, and they'll be joined by some all-new abilities 
bestowed upon our hero by eating berries from the Tree of Life. 

Pac-Man won't have to go it alone this time, either. While Spiral 
and Cylindria played a bit part in the original Wii U game, they're 
now fully playable characters with their own abilities — Cylindria is 
able to skate around on a hoverboard while Spiral takes to the sky 
in the transforming Cherry Copter. 

The conflict once more revolves around preventing Betrayus 
and his Netherworld army from taking over Pacworld, but it 
expands much further this time. Not only will Pac-Man and his 
friends have to bust some ghosts in space, but they'll travel back 
in time to a prehistoric era as well. 

While Betrayus' army is a formidable force, our biggest hope is 

that the camera doesn't take their side this October. - DAVID 


E ШОТ PUBLISHER/DEVELOPER: BANDAI NAMCO 
ШЕ RELEASE: OCTOBER 2014 


50 ISSUE #10: WHEN WORL 


DS COLLIDE —— 


AMIIBO 


Move over, Skylanders. 


BEING A HUGE collector of Nintendo 
memorabilia, the single question that 
is asked of me most often is, "Where is 
the figure line for Super Smash 
Bros.?!" My answer is always the 
same: No toy company could afford 
the individual licenses necessary to 
create the full character roster in 
action figure form. Only Nintendo - or 
a second party under Nintendo's 
umbrella — could fulfill the wish of so 
many fans. 

Amiibo is that wish come true. 

But it's also so much more than 
anyone could have expected. Amiibo is 
a Near Field Communication (NFC) 
figure system that uses the Wii U 
GamePad as its interface. Its figures 
can upload information to a game, and 
information from a game can be 
downloaded to the figure. 

So far, we know that the figures will 
work with multiple games – even 
games that were released prior to the 
launch of Amiibo, like Mario Kart 8. 
The figures will gain experience and 
stats depending on how they are used 
and in what games. Super Smash Bros. 
for Wii U will be the first game to 
implement them, allowing players to 
summon iconic characters like Mario 
and Link into the game as "Amiibo 
fighters." They'll then be able to be 
leveled up by completing various in- 
game tasks like teaming up with them, 


watching them battle or even taking 
them on yourself. When a player 
battles against their Amiibo fighter 
(posing a potentially much more diffi- 
cult challenge than even a level 9 CPU 
opponent could muster), it will be able 
to learn new moves and abilities. 

When Amiibo launches alongside 
the Wii U Smash this holiday season, 
Nintendo says 10 figures will be avail- 
able — but which characters those 10 
will be hasn't been confirmed. Mario, 
Yoshi, Peach, Link, Kirby, Fox, Marth, 
Samus, Donkey Kong, Pit, Pikachu and 
the Wii Fit Trainer were all shown at 
E3 with an asterisk hanging above 
each name, saying that they may not 
be indicative of the final design. Each 
figure is in the pose of the official 
Super Smash Bros. art, so we can 
expect that each figure will retain that 
pose. Will every character in the roster 
be released? While Nintendo has not 
promised either way, Shinya Takahashi 
has said that that is the plan. To me, 
attaching the Amiibo system to Smash 
Bros. was a promise in itself that each 
fighter in the roster would be released 
eventually. However, rather than 
unlocking the roster through purchas- 
ing the toys, the toys simply enhance 
the experience and are not required. 

Other games mentioned for com- 
patibility include Captain Toad: 
Treasure Tracker, Yoshi's Wooly World, 
Mario Party 10 and the 3DS version of 
Super Smash Bros. A separate NFC 
interface will be released in 2015 for 
interaction with 3DS titles, leading to 
even more possibilities. 


Em Test 


Potentially, every game released on 
the Wii U or 3DS could utilize the 
figures to enhance their experience. 
Each game will use the figures differ- 
ently, and it's up to individual develop- 
ers to implement interesting ideas. 
Future games could spawn their own 
Amiibo figures that could then be 
implemented in other games, and the 
developers have also said that there 
may even be multiple figures to collect 
of each character (as the Smash Bros. 
art style differs from other games’ 
styles). The possibilities are limitless, 
and Nintendo has even said that it 


Ж Improved meteor smash | 
* Critical hit bonus 


Ж Explosive perfect shield | 


Fireball 
€» Š) Gust Cape 
Я Super Jump 
J 1 F.L.U.D.D. 


would be easy to keep Amiibo going 
past the current generation of 
systems. 

While an Amiibo-specific game has 
not been announced, being able to 
incorporate figures into all future 
titles seems like a much broader 
approach than other "toys to life" 
competitors. The first figures will 
debut before the end of 2014, but 
there hasn’t been any concrete infor- 
mation released on the one aspect of 
the entire system that breeds the 
most anxiety for me: price. My advice? 
Start saving now. - BRETT 
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NINTENDO’S NO-SHOWS ОҒ ЕЗ 2014 


FOR ALL THE crossovers we're getting to discuss in this "When Worlds Collide" 
issue, here's perhaps our most anticipated upcoming franchise fusion - and we 
can't really say anything new about it. We know it still exists, and we know it's still 
being worked on. But Shin Megami Tensei X Fire Emblem for the Wii U has gone 
totally dark on any details for over a year and a half now. We'd hoped it would 
show up at ЕЗ to let us learn something - anything - about how it's planning to 
bridge the gameplay gap between these two disparate brands . . . but no. Nada. 
It’s likely that Intelligent Systems simply want their spotlight to shine fully on 
Code Name: S.T.E.A.M. this year, and that's fine. But throw us a bone here, guys! 


DRAGON QUEST X 


WHEREAS THE ABSENCE of Final Fantasy Explorers strikes us as more curious 
than concerning, the fact that Dragon Quest X once again made no appearance at 
E3 has put us in full-on worry mode that this game will ever make it out of Japan. 
It's not hopeless wishing for an old game, either - though DQX first went on sale 
as a Wii title in 2012, it's getting a new 3DS edition in Japan soon (and the Wii U 
version would still be perfectly viable to localize as well). With Wii U's stock rising 
in the wake of Mario Kart 8's release and Nintendo's strong E3 showing, perhaps 
there's still a chance for this one in the States. But, unfortunately, we're doubtful. 
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Tar А», EX vu 
HERE'S AN ODD omission from the Los Angeles show floor, especially since 
Square Enix was present and accounted for among the expo's presenters with 
several other titles on hand (including the new Theatrhythm for 3DS). Rather than 
be revealed in LA, though, the new Final Fantasy Explorers revealed itself to the 
world through Japan's Shonen Jump magazine (almost day-and-date with E3 going 
on across the ocean). Explorers is bound for the 3DS in Japan before the end of 


the year, and looks to be Square Enix's take on Capcom's popular Monster Hunter 
franchise - with classic FF jobs like White Mage and Black Mage added in. 


ZERO: NUREGARASU NO MIKO 


LASTLY, HERE'S THE all-new Wii U sequel in what Americans know as the Fatal 
Frame series. We reported this game's existence in our last issue, but we hadn't 
actually seen it yet — and we still didn't get to at ЕЗ. Rather, Koei Tecmo and 
Nintendo chose to pull back the curtain on it after E3, separate from all the noise 
of LA’s Convention Center. That's understandable, as a Fatal Frame game's spooky 
atmosphere wouldn't show well at the event. But we're just hoping it being a no- 
show there doesn't mean it'll also be a no-show altogether in America. 

We should find out more soon, as the game is going on sale very soon in Japan: 
September 27. Let's cross our fingers and hope for a localization confirmation! 
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ТІ LET'S Go. 
THERE'S NO TIME 
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KONAMI WAI WAI WORLD 
FAMICOM, 1988 (JAPAN ONLY) 


It’s been over a quarter-century now since 


the release of the first major crossover game 


on а Nintendo system, as Konami took all of 
the different characters they'd established 
so far and threw them together into one 
joint adventure. Castlevania, Goemon, 
Gradius, TwinBee and even The Goonies all 
lent their worlds, and the brave "Konami 
Man" ventured through each one. 


BATTLETOADS & 
DOUBLE DRAGON: 


THE ULTIMATE TEAM 
NES, 1993 


The crossover concept came to 
America for many Nintendo fans 
through this game, which appeared 
on the cover of Nintendo Power's 
49th issue. Battletoads and Double 
Dragon, together in one game? 
How was that even possible? We 
gave this one to Teagan to play for 
this issue’s edition of It's New to 
Mel, so flip over to Page 62 to see 
if he could make sense of it. 
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FEATURING 


BOMBERMAN! 
GAME BOY, 1994 


This was simply a normal 
Bomberman game when it was 
released in Japan, but Nintendo 

decided to make it a bit more mar- 
ketable in America by adding the 

then still-new character of Wario to 
the mix (and giving him the top 


billing, no less). It was actually just 
his second title credit, after the 
first Wario Land game! 


AP Cp 6 
urfavorite: 
rdolcharacters, 


SUPER SMASH BROS. 
N64, 1999 


Perhaps this is common knowledge by now, 
but just in case you weren’t aware - Super 
Smash Bros., the king of all crossover video 
games, originally had nothing to do with 
crossing over different franchises at all. 
When it was in development, it was called 
"Dragon King" and featured generic 
humanoid characters duking it out with one 
another. Had the game been finished and 
released under that name, perhaps it would 
have gone on to find success – we might 
have seen several Dragon King sequels by 
now and fallen in love with its cast of 
fighting men. (But we kind of doubt it.) Yes, 
it’s the crossover of different video game 
characters coming together to kick each 
other's butts that is the immediate draw to 
the Smash series, and the underlying 
fighting engine is just the secondary appeal. 
It’s hard to understate the importance of 
Smash to the overall concept of video game 
crossovers, as it set the bar that all future 
franchise fusions would be judged by - and 
in addition to its own sequels, 20015 Melee 
and 20085 Brawl, it also inspired several 
high-profile clones from other companies. 


‘HUDSON 


DREAMMIX TV 


WORLD FIGHTERS 
GAMECUBE, 2003 (АРАМ ONLY) 


What do you know? Here's the first of those 
Smash clones now. This triple collaboration 
between Konami, Hudson and Takara aped 
the Smash Bros. fighting style and brought 
in a wildly diverse cast – including Simon 
Belmont, Bomberman, Master Higgins 
and even Optimus Prime! 


KINGDOM HEARTS: 
CHAIN OF 


MEMORIES 
GBA, 2004 


We're sticking with games that 
appeared on Nintendo systems for 
this selection of 16 representatives 
of important crossover events from 

over the years, and the first 
Kingdom Hearts was only on Sony's 

PlayStation 2 — but its follow-up 
arrived on Game Boy Advance just 

two years later. The Kingdom 
Hearts series is another bar-setter 

for brand mash-ups, as it brings 
together the disparate worlds of 
Disney films and Square Enix video 
games to create an adventure in 
which fan favorites from Final 
Fantasy frequently befriend 
animated icons like Aladdin, Bambi 
and Donald Duck. It's still going 
strong with new sequels today. 


NINTENDOINS 


JUMP SUPER STARS 
DS, 2005 JAPAN ONLY) 


American fans desperately wanted 
to see this one localized a decade 
ago, but it was just too much of a 
legal nightmare to make happen 

here - only in Japan could the 

characters of Dragon Ball Z, One 

Piece, Naruto, Bleach, Yu-Gi-Oh! 
and more all come together in one 
game to fight it out in Smash Bros. 
style. (The "Jump" is why – each of 
these popular brands began as a 
manga running in Japan's Shonen 

Jump magazine, allowing them to 

co-exist under that name.) 


ORIS 5 


тт THE 


ТУРУТ 
SEGA 


MARIO & SONIC AT THE 


OLYMPIC GAMES 
Wii, 2007 
The ground shook when this announcement 
went out. Seriously – some of you younger 
readers weren't around for the console wars 
of the early '90s, but the animosity between 
Nintendo and Sega was palpable. The idea 
that their main mascots, Mario and Sonic, 
would ever come together in the same game 
would have been laughable. And yet, here 
they were. Just 15 years after they were at 
each other's throats, the pasta-packing 
plumber and the Blue Blur buried the 
hatchet to co-headline a new game. (Now 
we're just waiting for them to team up in 
something other than a sports mix.) 


CAPTAIN RAINBOW 
Wii, 2008 JAPAN ONLY) 


Oh, Captain Rainbow! Yet another lovable 
crossover experience that only Japan got to 
play. This quirky quest had its titular hero 
improving the lives of a variety of Nintendo's 
"forgotten" characters, from Takamaru to 
Little Mac. (Though Mac’s back now!) 


TATSUNOKO VS. 
CAPCOM: ULTIMATE 


ALL-STARS 
Wii, 2010 


Capcom’s "vs." series had crossed 
over with Marvel and SNK before, 
but in the wake of all the "Japan 
Only" crossovers there have been, 
the American release of Tatsunoko 
vs. Capcom was the biggest win for 
the fighting series’ fans. This was 
another legal nightmare to sort 
out, as Tatsunoko is a brand with 
little presence in the States — but 
the fans made their voices heard, 
and Capcom gave them what they 
wanted. (Wait, what happened to 
this version of Capcom?) 


SUPER 
ШЇЇ И. 
[до VE 


SUPER MARIO 


BROS. CROSSOVER 
WEB BROWSERS, 2010 


All of the rest of the games on this 
list are legitimate retail products, 
but the browser-based fan game 

Super Mario Bros. Crossover merits 
mention among them. This game 

lets you play as other classic 

Nintendo characters in the original 

Super Mario Bros. - 50 you can 
have Mega Man blasting Goombas, 

Samus Aran rolling up in a ball to 
pass under low-hanging bricks or 

Link slashing Bowser with his 
sword. It’s been crazily expanded 
over the years, too, with tons of 
new visuals and playable heroes. 

See it at ExplodingRabbit.com! 


FORTUNE STREET 
Wii, 2011 
Here's another example of a game that 
would have been labeled as "Japan Only" 
just a few years ago - the Itadaki Street 
franchise has been around in Japan since 
the 8-bit era, and never crossed the Pacific 
until this edition arrived in 2011. Fortune 
Street (as it was renamed for our market) is 
like a gameplay mash-up of the Mario Party 
series and the classic board game Monopoly, 
but that's not the crossover in it — its 
playable cast is, as it draws on characters 
from both the Super Mario universe and the 
Dragon Quest franchise. (The four fans who 
are pulling for Slime to join Smash Bros. 
point to this as evidence that it's possible.) 


NINTENDOIIS. @ 


POKEMON CONQUEST 
DS, 2012 


Most of the time, crossovers make some 
sort of logical sense. Marvel vs. Capcom? 
Lots of fighting characters, OK. Mario & 
Sonic? After getting past the old arguments, 
sure. But you'd be hard-pressed to present a 
team-up more odd than taking the 
approachable monster-catching adventures 
of Pokémon and combining them with the 
severely strategic, hardcore-only tactics 
designs of Nobunaga's Ambition. That's what 
Pokémon Conquest did, though, and 
wonderfully so - it made strategy gaming 
accessible for an all-new audience. We've 
got our fingers crossed for a sequel! 


DS 


NINTENDO 


PROJECT X ZONE 
3DS, 2013 


Creating a collaboration between 
just two brands or companies is 
hard enough, but last year’s Project 
X Zone brought together dozens of 


characters from three different 
companies’ catalogs. Sega, Capcom 
and Bandai Namco all had repre- 
sentatives in this adventure, as the 
worlds of Mega Man, Street Fighter, 
Virtua Fighter, Resident Evil, 
Sakura Wars, Xenosaga, Tekken 
and more all blended together. 
(Even Space Channel 5 was in the 
mix!) As this one was released just 
a year ago, it falls within the range 
of NF Magazine’s existence - and 
you can go back to our Issue #4 to 
check out David's full review of it. 
In summary, though, he thought it 
was enjoyable, if a bit repetitive. 
The highlights are characters' 
interactions, as it's funny to see 
their dialogue with each other. 


Levels 


(@)Proressor LAYTON). 


ы SREE 


is 


PROFESSOR 
LAYTON VS. 
PHOENIX WRIGHT: 


ACE ATTORNEY 
3DS, 2014 


At last, here we are at Present Day. 
Professor Layton vs. Phoenix 
Wright has been the most antici- 
pated crossover in recent memory, 
and we gave it a full review in our 
last issue, #9. Check it out! The 
game goes on sale in the States 
on August 29. 


NINTENDO 


HYRULE WARRIORS 
Wii U, 2014 


And less than a month after Layton and 
Wright finally point their fingers at one 
another in America, Dynasty Warriors and 
The Legend of Zelda will collide. Hyrule 
Warriors is a game that's exciting on its own, 
but perhaps more exciting is that it repre- 
sents a new chapter for Nintendo, as the 
company is reaching out to partner with 
more outside developers to bring life to 
their most popular brands. With that new 
attitude, we could be seeing new crossover 
events for years to come. We can't wait to 
see which series get slammed together next! 
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MARIO THE REFEREE 


Chronologically, the first-ever crossover cameo in a 
Nintendo game came in 1984, when Mario appeared as 
the line judge in the original Tennis for the Famicom in 
Japan. More memorable than that turn as a sports 
official, though, was his later role in the Punch-Out!! 
ring - Mario famously kept the peace іп 

Little Mac’s bouts against Glass Joe, King 

Hippo and all the rest of the boxers, 

all the way up to 

Mike Tyson 


himself. 


LOLO(LO) & LALA(LA) 


Another walking sphere with big eyes and stubby arms 
and legs from the NES era, HAL Laboratory’s Lolo 
might have disappeared into obscurity like Bubbles after 
his Adventures of Lolo series ended — had he and his 
girlfriend Lala not been adopted by a different franchise. 
Now the pair has made more cameo appearances than 
they had original games, as the block- 


pushing “Lololo” and © 


“Lalala” that serve 
as bosses in many 


Kirby titles. 


(Ned, 
% -2 


DREAM LAND’S CAMEOS 


Kirby’s games have held many more cameos than just 
Lolo’s, though - Nintendo mascots both mainstream 
and obscure are commonly popping up in the Pink Puff- 
ball’s world. Kirby’s Dream Land 3 

was home to several unique cameos, "E. % 
including the heroes from Japan’s 

Shin Onigashima games. (Extra cool 

because no one outside Japan knew 

they were cameo characters.) But the 

best? Kirby’s rare transformation into 


a golden Samus in Kirby Super Star. 
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BUBBLES’ COMEBACK 


Cameo moments have the most impact when they’re 
totally unexpected, and | don’t think anyone could have 
ever expected to see Clu Clu Land’s hero, Bubbles the 
Bubblefish, show up ever again after the ‘80s. But, sure 
enough, in 2005’s DK: King of Swing for the GBA, she 
made her return. She was honored 

with an unlockable playable guest 

star spot since King of Swing’s 

peg-spinning gameplay owed Г 4 

a lot to the way she spun 

around in circles in 1985. a + 


WART’S HIDEOUT 


Speaking of lands of dreams, Super Mario Bros. 2 took 
place entirely in the dream world of Subcon - and the 
villain of that game, Wart, seemed F 

to disappear after he was defeated к! 
Бу Mario. Where did he run ER m "u" 
off to? Another land of = P Pu 
dreams, Koholint Island n" 

in The Legend of Zelda: 

Link’s Awakening, where 

he cameoed as the frog- 

voiced singer, “Mamu.” 


SLEEPYTIME SAMUS 


More dreamy time took place in 1995’s Super Mario 
RPG - but Mario wasn't the one doing the 

и snoozing. Аға certain point іп the 
adventure, you could visit Princess 

Peach’s bedroom in the Mushroom 

Kingdom castle and find 

Samus there, resting 

up for her next fight 

with Mother Brain. 

(Link showed up in an 

inn too, also in bed.) 


For three decades now, Nintendo’s 
characters have been popping up 
unexpectedly in each other's games. 
We've distilled the dozens of times it's 
happened to this list of the 10 most 
memorable moments. Do you agree with 
our picks, or is there a crucial cameo we've 
overlooked? Get in touch and let us know! 


MARIO VS. ‘MELO 


OK, this one was so bizarre that we couldn't help but 
place it all the way up here at position #2 – Mario, Luigi 
and Princess Peach were all playable characters in NBA 

Street V3 in 2005, a game that otherwise starred only 
actual, real-world 

NBA players 

like LeBron 

James and 

Carmelo 

w Anthony. 
Profoundly odd. 


E 


FEATURES 


PIXELS' PERSISTENCE 


Perhaps the most common cameos in modern Nintendo 
games come via references to old-school pixel graphics. 
Those NES-era visuals are just so easy to work in here 
and there - games like Art Style: PICTOBITS have used 
them as gameplay 
am ` content, and the 
088200 recent Super 
Mario 3D World 

had Link appear 

in his 1987 


sprite form. 


YOSHI IN METAL GEAR 


Nintendo hasn’t had much luck with getting first-run 
Metal Gear games through the past few generations, 
but Konami’s love for the Big N does still shine through 
when Snake’s adventures get the port treatment later 
on. Most recently, 

Yoshi popped up 

тұ in several places 

in Metal Gear 

Solid: Snake 

Eater 3D for the 

Nintendo 3DS. 


THE WANDERING R.O.B. 


And our top crossover cameo? A composite recognition 
for the many appearances of R.O.B. the Robot 
over the years. After beginning life as a 

piece of NES hardware in 1985, R.O.B. 

began popping up inside the software - 

he’s been in StarTropics, F-Zero GX, 

Mario Kart DS and Star Fox 64 (just 

to name a few), and he even was 

granted a playable Smash Bros. 

roster spot in Brawl! Will he be 

back on 3DS & Wii U? You bet. 
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BREAK 


The sitcom starring a 
final boss and an 
obnoxious "905 game mascot 
4 Р 


The young princess? Wonderful! 
I'm sure she's just as well-behaved 
as her mother. We can Spend time 
hunting pixels, managing items, or 
Figuring out where that “oncoming 


train” noise is originating from-- 


ЖСЕОС-С Жж 


d you hear 


2\ We b T 
Queen Bone 


uev Р! 
+he news 


ALLLLELL. 
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LEVEL COO 
HEIGHT ООС 
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This moment could have easily been а part of our Тор Теп Crossover Cameos list, but we wanted to 
save it for this spot so we could give you the full, glorious, pixel-perfect picture at mega-size. This 
was the stuff of young Nintendo fans’ dreams – all of the original Entertainment System’s first- 
party superstars brought together into a single image, and all of them either playing musical instru- 
ments to celebrate the moment or, in Mario and Luigi’s case, hopping up and down doing a crazy 
TETRIS leg-kicking Slavic dance. You had to work hard to earn this crossover, though - it only appeared if 

NES, 1989 you cleared Tetris’ hardest difficulty setting (while completing lower levels of intensity would give 

you the same scene, just with fewer mascots in attendance.) 


IIIIIIAIE. | 


CHARACTER PROFILE 


When we first met her, she was simply Princess Zelda's feeble 
nursemaid. Now, she fights alongside Link as an equal. 


Begins her career 
as a hunchbacked old woman 


As with her first appearance, Impa’s second 
was also in the pages of an NES instruction 
manual — though for Zelda 11, she played а 
more important part. She tells Link the entire 
backstory for his new quest, recognizing the 
mark on his hand as a sign that he’d been 
called to be the hero who would finally wake 
the eternally sleeping Princess Zelda. (A 
different Zelda than the one he'd saved in the 
first game.) Impa's name, as it turns out, is 
derived from the word "impart" – because 
she's the one imparting words of wisdom. 


Gains a new, more 
youthful body 


Puts опа 
few pounds j 


This is an ancient 


Though few instruction manual-only NES 
characters ever later made the transition to 
making in-game appearances, Impa managed 
to accomplish that feat. Her role in the N64 
masterpiece Ocarina of Time was in many 
ways similar to before, as she served the 
purpose of filling in Link on much of the story 
that shaped his adventure. But she was also 
younger and more active - teaching Link a 
critical ocarina song, escaping with Zelda on 
horseback from a pursuing Ganondorf and 
acting as the Sage of the Shadow Temple. 


) Shows up only as a 
„5 Stained glass window 
Va in the Wind Waker 


FIRST APPEARANCE 
THE LEGEND OF ZELDA (1987) 


Impa's first appearance was a rare one, in that she was a part of the 
very first Legend of Zelda game - but only through its instruction 
manual. Back in the early days of the NES, games frequently 


Plays her most prominent 
role yet 


ON 


Spoiler warning! Hopefully most of you have 
played Skyward Sword by now - but even if 
you haven't, it doesn't take a rocket scientist 
to figure out that the unnamed wise old 
woman who appears to guide Link's quest is 
another take on Impa. What throws players off 
is that Impa also appears in youthful form, 
escorting Zelda around the world beneath the 
clouds on her own quest, always a step ahead 
of Link. The resolution of the game explains it 
all, with the best fictional concept ever: time 
travel. (Seriously, time travel rocks.) 


: Р rz f " = 
55 | Pi 


Is made elderly again (but 
` at least it's an homage À 
N to her Zelda II look) 


couldn’t present much story content during gameplay itself, so it 
was up to the printed materials packaged alongside the cartridge to 
do the job of introducing the game world and its characters. 


і ЕП 


And that brings us to today, where we're just a 
couple of months away from Impa's next 
major role - and her first time appearing as 
an actual playable character! It's an appropri- 
ate call-up for a character who's been so 
important as a background player in the 
Legend of Zelda series for over 25 years, and it 
was especially honoring for her since she was 
the first new playable character revealed for 
the game (besides Link himself). Impa's been 
old and young, fat and thin, a key advancer of 
storylines and relegated to simple cameos 
throughout the years - she's run the gamut of 
ways to show up in games, and now she's 
ready to run through gauntlets of enemies. 


Padawan Learner's Braid > 


“We must protect this 
beautiful land of Hyrule!” 


Mark of 
the Sheikah 


IMPA ON THE BATTLEFIELD 


Іп Hyrule Warriors, Impa has recently been named as the new captain of Hyrule's Royal 
Army - just in time for that army to have to march out to meet the oncoming threat of 
the sorceress Cia's summoned hordes of monsters. Impa's up to the challenge of 
sending them all back to the depths of darkness they scurried from, though, as she's the 
master of a variety of fighting techniques. First and foremost is her use of the gigantic 
curved sword you see above. Held with a backhand grip, Impa uses it to make quick, 
precise strikes at enemies in front of her – as well as large, sweeping slashes capable of 
toppling entire groups at a time. Her swordplay is complemented by magical manipula- 
tion of water - she can summon liquid weapons out of thin air and send them raining 
down on her foes (and even leave their heads encased in water spheres, slowly 
drowning them on dry land). That's just one of her combat styles, though. As with every 
playable character in Hyrule Warriors, Impa will have alternate techniques available — 
like a piercing halberd to wield, and a variety of fire-based magic spells that can be 
swapped in for the watery ones. However you slice it, Impa will be a versatile fighter. 


Feathers, 
for flair 


CHALLENGER 
APPROACHING? 


In the wake of Lucina's reveal as a playable 
character in the next Super Smash Bros., 
some Zelda series fans are calling for Impa 
to get the call up to Smash's roster as well — 
arguing that just as Lucina is serving as a 
gameplay clone of Marth, Impa could make 
sense as a clone of Sheik. Admittedly, the 
logic is sound – we could see the modern 
Skyward Sword/Hyrule Warriors version of 
Impa wielding Sheik's ninja-inspired moveset 
without too much of a stretch of the imagi- 


nation. Whether or not it happens, though, 
depends on just how far Sakurai and his 
team would carry the whole clone/alternate 
costume thing in these new games. 


IT'S NEW TO ME! 


Taking on one of the first Nintendo crossovers (having never played either of 


these two series’ games beforehand). 


THE ULTIMATE TEAM-UP!!! What enemy could stop three 
uber-strong, two-legged toads and two tank-topped martial 
arts masters?!? This game may not make a lot of sense, but it 
doesn’t need to with how fun it is! 

Battletoads & Double Dragon is a classic beat-'em-up in 
which each stage takes you farther into the enormous flying 
ship of your ultimate enemy. The action is non-stop as you 
defeat foe after foe and overcome different obstacles, 
making your way through different sections of the ship – but 
the core of the game is punching out your enemies. 

The game itself follows a classic rule of Nintendo - if you 
can push the button the fastest, you will win. With combina- 
tions of sprinting, jumping and punching at your disposal, 
you're pitted against many enemies. In every fresh fight you 


LA N.N, 


must figure out which move will work the best against your 
current opponent. 

In every fight, timing plays a vital role as you discern your 
foe's weak spot and take advantage of it. One of my favorite 
qualities of this game is the element of Punch-Out!! that's 
involved - every enemy has a weak spot, if you can find it! 

The fighting has variety too, as you're often confronted 
with new classes of enemies - not just soldiers and guards, 
but robots, mutants, massive mechanical hands and every 
other evil thing imaginable. Some enemies require adapta- 
tion, changing up the flow as you have to time jumps to grab 
flying drones and turrets spouting from the ceiling. 

The different characters you can choose from also give 
you some different moves and fighting styles. The Toads use 
jumps, giant punches and mega kicks, while the Double 
Dragoners use Judo throws and pile drivers. Occasionally 
enemies will drop debris you can use as weapons. One of my 
personal favorites is a metal bar dropped from a robot that 
allowed you to comically knock your foes through the floor! 

The bouts are broken up by traversal sections, like riding 
super-speedy hover bikes or descending down a tunnel while 
hanging from a rope. These scenes force you to use timing 
and clever jumps instead of just punching out enemies. 
They're placed frequently enough to break up the action, but 
don't take too much time away from your fighting fun. 

Also placed throughout the game are mini-bosses, and, at 
the end of every level, there's a boss - all of which take dif- 
ferent combos and moves to take out. These encounters are 
challenging enough that upon victory I'd get excited enough 
to jump up off my sofa and yell, "YEAH, TAKE THAT!!!!" as 
loud as I could after expending several lives on one boss. 

Battletoads & Double Dragon is the ultimate team-up for 
more than one reason - playing with a beat-'em-up buddy is 
a must for this game. With a team-up, you and your pal can 
save one another from dastardly attacks that would have 
surely ended in the loss of a life for only one super-fighter. 

Choosing to play with two players can also end in disaster, 
though. In the game's first multiplayer mode, players can 
attack one another - which, in my game, resulted in many 
accidental throws and hover bike crashes. (It also resulted in 
some random brawling between me and my friend as we 
became frustrated with our lack of progress, but pushing 
through difficulties like that made the end victory even 
more sweet.) 

Battletoads and Double Dragon is a fantastic 
crossover brawler that has a simplicity often 
lost in modern games - it's about super- 
heroes beating bad guys, and it doesn't 
matter where the heroes come from. 
What matters is that, when working 
together, nothing can stop their iron 
fists! - TEAGAN 


ninrEnoo ENTERTAINMENT SYSTEM 


ORIGINAL RELEASE: NES, JUNE 1993 
PUBLISHER: TRADEWEST 
DEVELOPER: RARE 


CROSSING 
OVER THE 
HARDWARE 
GENERATION 


Battletoads & Double Dragon: The 
Ultimate Team was not only a 
crossover between two different 
gaming franchises, but also one of 
the few late-generation NES titles 
that was ultimately released in two 
different home console forms. 
(Well, three, if you count the Sega 
Genesis edition too.) The 8-bit NES 
version came first, leveraging 
every bit of power possible from 
the aging ’80s machine. The 16-bit 
SNES upgrade followed along later 
that same year, and while the 
content of the gameplay was 
largely the same, there was no 
denying how much nicer the fresh 
coat of paint looked. (Of course, 
there was also a Game Boy version, 
and it made the NES game look 
better by comparison. So it just 
depends what your perspective is, | 
suppose.) Today, the practice of 
releasing the same game on two 
different generations of hardware 
has become commonplace. But it 
was entirely novel back in the early 
7905, as the transition away from 
the NES was the first time Nintendo 
fans had ever gone through the 
upgrade process to a new system. 


) 
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NOTTHE ORIGINAL RELEASE: 
SNES, DECEMBER 1993 
PUBLISHER: TRADEWEST 
DEVELOPER: RARE 
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ГІП, NINTENDO POWER PRESEN] 


A LOOK INTO THE FUTURE OF NES GAME PAKS 


arphones a Video Link Cable (for connecting two Game Boro. pur. 
a Game Pak os part of the introductory package. Which goma? Better 
held on to something! Its Tetrislil 

For those of you unfamiliar with Tetris, It wos created by a Russian 
‘computer whiz and is ono of tho most intense and compelling games. 
we've ever played. Originally designed for computers, Tetris has. 
‘already generated an. 


compe ine and lt wl дорог ing you Ug / 
points. Cinch, right? Uh-huh. Yeah. Sure. CERES 

"oie inerchanpesbie corridos 
by Nitendo for Gamo Boy as walas 
Sch include а rechargeable tater, АС 
adapter and a carrying case. censeo ts oro yet obo 
езде, беле Boy оша жп epe o or 
Sees i early Soptombar 


ва NINTENDO POWER 


THE GAME BOY 


NP’s previous issue had provided a glimpse of the 
Game Boy, but this time out, the mag offered up a 
much more substantial look at Nintendo's revolu- 
tionary new (at the time) compact video game 
system. Readers got their first look at Game Boy 
cartridges as the launch lineup of Tetris, Super 
Mario Land, Alleyway, Tennis and Baseball were 
shown in their Japanese forms. The article would 
reveal what prospective customers could expect in 
each Game Boy hardware package: Stereo head- 
phones, a Video-Link Cable (to connect two Game 
Boys for multiplayer) and the Tetris "Game Рак." 
A brief description of Tetris was presented to help 
entice those unfamiliar with the game which came 
"from Russia with fun," as well as some info on 
upcoming accessories, including a rechargeable 
battery, AC adapter and carrying case. Licensee 
titles, however, were yet to be announced. 


WARP ZONE 


THE FIRST ANNIVERSARY issue of Nintendo 
Power kicked off with a bang by featuring an explo- 
sive Mega Man 2 cover depicting a clay model 
version of the Blue Bomber giving chase to the Wily 
Machine with his trusty jet sled — the kind of visual 
you would only find adorning this publication. The 
cover foretold the issue’s main story, a 16-page 
"MEGA-review" of the iconic Capcom classic that 
would guide Power Players through six of the eight 
new Robot Masters standing in their way. 

This was quickly followed up by ten pages of 
coverage for the Hudson-developed, Nintendo- 
published action/RPG known as Faxanadu. From 
there, we quickly cut to Counselor’s Corner, wherein 
tips for besting Legacy of the Wizard, Bases Loaded, 
Ninja Gaiden, Dr. Chaos and Friday the 13th 
awaited. The Top 30 also put in an early appear- 
ance, with Super Mario Bros. 2 regaining the top 
spot - despite Zelda ІІ: The Adventure of Link 
sporting the higher tally. Ninja Gaiden led the rest 
of the pack in third place, earning just over half the 
votes of those in the top spots. 

Dragon Warrior claimed 12 pages of coverage as 
Nintendo continued to open Western eyes to Enix's 
RPG juggernaut, which had already taken Japan by 
storm. This was followed by six pages dedicated to 
Strider, a game which served as but one arm of a 
multimedia strategy by Capcom to sweep arcades, 
consoles and bookstores. Though the game's story 
closely followed its manga, it differed greatly from 
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THE SUPER SHOW 


"Hey, paisanos! It’s The Super Mario Bros. Super 
Show!" Before those famous words would first be 
broadcast in the fall of 1989, Nintendo Power 
broke the news of the program's existence in this 
very issue. The show consisted of two parts: An 
animated portion which followed the adventures 
of Mario, Luigi, Toad and Princess Toadstool from 
Monday through Thursday, while Fridays would 
throw things over to Hyrule as Link and Princess 
Zelda played a 13-episode game of "Capture the 
Triforce" against Ganon's underworld army. 
Bookending these cartoons were live action 
segments featuring the late Captain Lou Albano 
and Danny Wells as Mario and Luigi (who also 
provided their voices in the cartoons), overseen 
by producer/director Steven Binder of Pee-wee's 
Playhouse fame and providing some of the same 
hijinks one would expect of that kind of pedigree. 


the arcade title, and ironically went unreleased in 
Japan. 

Licensed titles dominated the preview section, 
with Data East's Robocop taking up three pages - as 
well as the issue's poster - where the future of law 
enforcement shared the spotlight with a smoking 
ED-209. This was followed by a double dose of 
Disney, with four pages teasing the upcoming 
coverage of Capcom's DuckTales and four more 
tooned in to Rare's Who Framed Roger Rabbit? And 
speaking of Rare, the final two pages of previews 
gave a vision of the realm of Sindarin, the world of 
the sequel to Wizards & Warriors, Ironsword. 

Teenage Mutant Ninja Turtles from Konami (by 
way of Ultra) proved to be more than the fab four 
themselves could handle. Fortunately, their friend 
April just happened to run into Nintendo know-it-all 
Nester, who offered a helping hand by claiming that 
he "wrote the book on it." (That is, until he was 
caught in his lie when Leonardo discovered it was 
really Nintendo Fun Club President Howard Phillips 
who wrote it.) That provided a perfect segue into 
Classified Information, which offered a handful of 
tips for TMNT, as well as Gyruss, Seicross, Cobra 
Triangle, Jackal, Mappy-Land, Rambo, Life Force, 
Super Mario Bros. 2 and both Zeldas. 

Video Shorts kicked off by asking if you were a 
Bad enough Dude to rescue the president, Pak 
Watch revealed Double Dragon II was on its way and 
NES Journal celebrated Nintendo's 100-year anni- 
versary - though that actually wasn't the biggest 
milestone being marked by this edition. 

As this was NP's second time publishing a July/ 
August issue, it marked one full year of NP being in 
print! The magazine made sure to celebrate its own 
success with a feature called "1-Ups" - which was 
really just a three-page guide to the locations of 
extra lives in several popular games. But hey, it 
worked! NP turned 1, so 1-Ups fit the bill. 

Here in 2014, a quarter-century later, we can 
also recognize this month as what would have been 
NP's 26th anniversary, had it continued in its 
original form. But NF took its place over a year and 
a half ago now, and we've just hit 10 issues in print 
ourselves! That's worth celebrating too! - DAVID 


INTERVIEW 


ISSUE #10: WHEN WORLDS COLLIDE 


NF: What were the games that 
inspired you to get into the industry? 

Oh, we're 
starting with tough questions first — 
too many games! But I'll try to list at 
least my top inspirations. | can't 
imagine any developer's list complete 
without The Legend of Zelda. But also, 
Super Mario Bros. 3, Ninja Gaiden, 
Bionic Commando, Mega Man 2, 
Metroid, Goonies ІІ, Castlevania 11: 
Simon's Quest and a handful of early 
PC Engine games, too. 


What was your first job in video 
games, and how did you get it? 

A few events led to my first job in the 
game industry. When I was in high 
school, a friend and | would frequent a 
local video game store on weekends 
and rent Sega Genesis and SNES 
games. After a few months, we 
thought that it'd be fun to review the 
games we were renting, since we'd 
usually rent them upon release. 

We came up with the idea to 
publish a video game fanzine and 
called it Entry Level – a really bad, but 
appropriate pun. At the time, there 
was a small but avid group of fanzine 
editors like Chris Johnston, Tom Fulp, 
Dennis Crowley, Casey Loe, Josh 
Lesnick and Joe Santulli (who still has 
his website); we started sending our 
fanzine to some of these editors, as 
well as game companies. 

Fortunately for us, growing up in 
Orange County, California had its 
advantages as there were a number of 
local companies – Atlus, Virgin 
Interactive and Interplay were all in 
Irvine, and a few other companies 
weren't very far from our homes. 
Entry Level was our segue into con- 
necting with people at Atlus and Virgin 
on a business and social level. This is 
how | met Tommy Tallarico, David 
Perry and other game developer role 
models. 

That fanzine opened many prover- 
bial doors, and in 1993 I'd go on to 
freelance for a short-lived and fairly 
unknown video game magazine called 
Newtype Gaming Magazine (not to be 
confused with the anime). Coinciden- 
tally, Greg Kasavin of Supergiant 
Games would later join the staff, too. 

Simultaneously, І began working 
for Atlus part-time as a game evalua- 
tor - | may have been the third or 
fourth employee there. Without a job 
description during my time at Atlus, I 
ended up doing a lot of random work: 
evaluation, testing, even promotional 
videos and localization on a game 
called Crusader of Centy (think A Link 
to the Past, but for the Sega Genesis). 


How did you end up segueing from 
working for Atlus to working for Tips 
& Tricks magazine? 
І received an invite from Interplay to 
the Boogerman launch party in LA – 
yes, there was actually a Boogerman 
launch party. There | met Chris Gore, 
who, at the time, was the editor of 
LFP's video game publications and 
worked with Chris Bieniek. Not only 
did Chris B. author a monthly fanzine 
review column, he also put in a good 
word with Gore, who offered me work 
on the spot. Taking the job was a no- 
brainer for me. І had read Video 
Games & Computer Entertainment 
(VG&CE would be split into 
VideoGames Magazine and Computer 
Player Magazine) since the late '805; | 
was a big fan of Chris Bieniek, Andy 
Eddy and the magazine’s crazy covers. 

But | didn’t work solely on Tips & 
Tricks, as it was one publication 
amongst many of LFP’s, like Computer 
Player, Ultimate Gamer and some 
others. | wrote in some capacity for all 
of the magazines and was very lucky 
to work with a talented group of 
editors. 

Ultimately, most of the publications 
were closed or sold off, but | wound up 
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working for Chris Віепіек on Tips & 
Tricks as Associate Editor, which | was 
perfectly happy to do. Both Chris 
Bieniek and Jim Loftus became my 
mentors while | worked under them. 
(For anyone who's played 1001 Spikes, 
there’s a not-so-subtle reference to 
Tips & Tricks in the Duty Free shop.) 

Over the years, | jumped back and 
forth between editorial and game 
development/publishing – it was an 
issue of uncertainty because, at the 
time, I didn't know which career was 
better in the long term, but I'll always 
be very fond of my time in editorial. 

There is one thing for me that 
really made editorial very compelling; 
| feel that the late '90s and early 
2000s were the best time to be in edi- 
torial — it had a lot of really positive 
movement in the mainstream industry 
in terms of hardware and games 
developed. | was able to see the 
industry evolve from 16-bit 2D to what 
would now be considered chunky 
low-poly 3D. At the time, it was revolu- 
tionary. 


What are the best and worst changes 
you’ve seen seen hit the game 
industry over the years? 
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| turned 37 this year, and | feel very 
lucky to be the right age to have expe- 
rienced the rise and golden era of 
arcades. It’s an era that, no matter 
what, | don’t think streaming and 
online games probably can replicate. 
Arcades also gave me a different 
appreciation for a quarter or dollar. To 
this day, a dollar equals a finite 
amount of game time for me, but for 
the average mobile or iOS player a 
dollar is a big decision. 

Another high in games was the 
16-bit generation (Sega Genesis, SNES 
and TurboGrafx-16) and its graphical 
and gameplay leap. At the same time, 
on the other side of the industry, in 
PC, independent developers (although 
they weren't called that) were devel- 
oping games in ways that could, at the 
time, probably only be done on PC. 

But those are more examples of 
paradigm shifts that were industry- 
wide and part of timed hardware gen- 
erations. 

The best organic change I’ve seen 
and experienced is likely the shift 
from a publisher-gated industry where 
developers had to approach publish- 
ers to develop games to an industry 
that is more open. What | mean is that 
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we, as developers, have basically 
become the publishers. We can and do 
work directly with all the first-party 
manufacturers, not as a second-party 
or as a for-hire developer, but as a 
company not unlike a larger company, 
with the intention of distributing its 
games оп a given platform. 

The worst changes I’ve seen are 
going to be quite obvious. First, the 
fall of the arcade industry still 
saddens me, but it’s a side effect of 
the increasing performance of home 
consoles and a shift in the social 
aspect of games. | don’t mean social 
games, but the real, actual social 
implications of video games. 

The worst change for me, and I'm 
sure many others, is iOS and the swap 
meet mentality, when a song or a cup 
of coffee is worth more than a game. 
This consumer tendency to look for 
cheap, quick and vapid games with 
little-to-no cost on their part has the 
potential to stifle growth and make it 
all unsustainable on a larger, industry- 
wide economic scale. 


What inspired you to form Nicalis? 

| was consulting for publishers and 
other developers before Nicalis offi- 
cially existed as an entity. The 
company was serendipitously estab- 
lished to simultaneously develop 
NightSky and publish Cave Story, but 
also to have an official development 
studio or company. At the time, we 
didn't plan to move into any one direc- 
tion; І knew that Cave Story and 
NightSky deserved recognition. 
Everything since then has been a slow 
process to focus on what we're now 
doing. 


Nicalis is known for finding Japanese 
indie games that may not have other- 
wise found a large audience and 
giving them extra content, improved 
graphics, new music and other 
polishes to help them become the 
best they can be. Why have you 
decided to go in this largely untested 
business direction? 

This seems to be a common percep- 
tion, but we've worked with more 
non-Japanese developers than with. 
But wherever a game is from, our 
goals are still the same, to work with 
talented developers as a team and do 
what other publishers may not be able 
to do. 

The model is unusual and, while 
other independent publishers have 
entered the market, I’m not sure any 
other publisher may want to do what 
Nicalis does. Integrating our internal 
team into the creation process with 
another developer is a risk and a 
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massive undertaking to do right, but it 
is worth the effort. And | don't mean 
strictly financially. What | mean is that 
it's incredibly rewarding to work with 
a developer creating something, 
together, that wouldn't be possible 
alone - and subsequently making fans 
happy with the final product. 


What are the things you're hoping to 
accomplish with Nicalis that other 
publishers can't or won't do? 

Work directly with other developers 
on their game. For as long as we can 
do it, I'd like to make sure that the 
developers we work with get to do 
what they need to using our develop- 
ment team to hit their goals. Every 
publisher has its pros and cons, but 
when we do full development (as has 
been the case with NightSky, 1001 
Spikes, The Binding of Isaac: Rebirth 
and The '90s Arcade Racer), we inte- 
grate with the developer to make one 
team. It's not us or them, it's one 
team. 


The Binding of Isaac was infamously 
turned down by Nintendo for release 
on the 3DS eShop due to its religious 
content, yet Nintendo is publishing 
Bayonetta 2, a game about a witch 
who kills angels. Do you feel the 
company has changed since they 
first declined the game? Does The 
Binding of Isaac: Rebirth have a 
better chance of making it past 
Nintendo now? 

Nintendo is clearly the oldest of the 
three console manufacturers. And I 
feel like Nintendo gets a lot of heat for 
doing things in a way that only seems 
to make sense to Nintendo. 

With that said, | do think а 100+ 
year old company is less capable of 
change than a newer one, but 
Nintendo has shown it has the 
capacity and ability to adjust as 
needed and when needed. Who 
thought a black-and-white portable 
that used AAs would succeed? Wii's 
blue ocean strategy was genius. And 
the eShop has been a response to 
digital downloads and what it learned 
from WiiWare and DSiWare. So do | 
feel the company has changed? Yes, I 
think it's always changing and 
Nintendo has a strong understanding 
of what its players want. 


You're probably best known for pub- 
lishing Cave Story, a game that 
you've brought to WiiWare, DSiWare, 
Steam, 3DS retail and the 3DS eShop. 
What is it about that one game that 
inspires you to keep coming back to 
it, and do you have any future Cave 
Story plans in the works? 


THE 905 ARCADE RACER 


The next Nintendo-bound project coming from Nicalis will be The '90s Arcade 
Racer, which is speeding its way toward completion and its debut in the Wii U 


eShop. Originally a Kickstarter project launched by a developer named 
Pelikanl3 in early 2013, this homage to great coin-op racers like Daytona USA 
found both funding and a publishing partnership with Tyrone's studio. Boo ya! 


Cave Story is a magical game and, like 
Pixel, | want more people to play it, 
wherever it is that they choose to play 
games. If we would have had the abili- 
ties and resources in 2010, I do think 
the game would have launched simul- 
taneously on at least Wii, DSi and 
Steam, but we were a very different 
company then. As you saw with 1001 
Spikes, we were able to release it 
simultaneously on eight platforms. 
When it comes to future plans, Cave 
Story is very close to my heart and I 
don't think it would ever go away 
entirely. 


1001 Spikes was one of the first 
games that featured your name in 
the credits for graphics, level design, 
and writing, as well as director 
credits. Did you normally go uncred- 
ited in the past for that kind of thing, 
or was their something about 1001 
Spikes that inspired you to leap in to 
more of the detail work? 

Yes, it’s more the former as | prefer to 
go uncredited. That's why | normally 
don't credit myself with most work | 
do on our games. However, with 1001 
Spikes, The Binding of Isaac: Rebirth 
and The '90s Arcade Racer, І hope 
players won't mind seeing what I do 
on our games. 


In 1001 Spikes, Aban has a one-hit 
kill melee attack (known as "the 
Penguin Assassin" in my home) that 
many players may never discover. 
How did you come up with this 
attack, and why is it kept a semi- 
secret from the player? 

Penguin Assassin, | like that. 

Both Samu and І have created 
sample artwork, concepts and design 
ideas that we've kept, developed 
further or thrown out. The melee 
attack is something | came up with 
and iterated on with Samu – based оп 
an initial animated GIF he had created. 

What happened was that sometime 
during the midway point of develop- 
ment Samu created a really cool ani- 
mation of Aban punching. The 
animation and attack wasn't used 
anywhere, but it was too awesome to 
leave out. At the time I was designing 
the play control and balance for all the 


new characters, most of which are 
very powerful and versatile in their 
own right, but particularly when 
compared to Aban. 

The game had already been 
balanced for Aban, so introducing 
something new was dangerous. After 
evaluating the risk/reward we decided 
to go ahead and try to introduce a 
melee for Aban; it seemed that this 
kind of new attack wouldn't break the 
game necessarily, but would actually 
really be rewarding for players who 
could master the input. So we made 
the input very specific – it would be 
input and proximity based. The frame 
count, distance, hit points and even 
recovery were designed to create a 
good risk/reward situation for the 
player. | think it worked out and 
makes for a very unique character, 
even against an all-star cast of really 
unique guest stars. 

As to why it's kept a secret? We 
never intentionally sought out to hide 
it from the player, but it's very likely 
that most players will discover it in an 
unintentional and "what just 
happened!?!?" sort of way, which is 
very much aligned with the personal- 
ity of 1001 Spikes. 


Where would you like to see Nicalis 
in 10 years? Would you ever want to 
grow to an Ubisoft-level company, or 
do you prefer staying lean and 
mean? 

I'd like Nicalis to continue working 
with other developers, but also to 
develop our own games. As far as size 
- when it comes to humans - I can't 
say | personally would want the 
company to be a large entity like 
Ubisoft or other third-party publish- 
ers. But 10 years is a very long time 
and enough time for me to change my 
mind. 

For now, I'm happy with our size. 
We have the ability to develop and 
publish good games and still work 
with other talented developers. 


If you could have any super power, 
what would it be? 
The ability to rewind time, indefinitely, 


whenever I want. Ne 
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Breaking news! Daan and Tony have — _ thr зін оп "d | n 
Tomodachi Life. Turn the page to read all about it! i 
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TOMODACHI LIFE OPENS as you 
arrive on an unknown island, and 
you'll have to think of a name for it 
right there on the spot. This is an 
island you'll fill with Mii characters - 
drawn from those saved on your 3DS - 
and your familiarity with who these 
people are in the real world is what 
will make this virtual place shine the 
most. They can be friends, or family, 
or anyone else you could possibly 
think of. That seems all like a dream, 
but it's a reality - an unbound sense of 
freedom awaits you here. 

Freedom comes at a cost, though. 

The gameplay of Tomodachi Life is 
an unconventional, overly weird mish- 
mash of random ideas. This won't be 
the new Animal Crossing, but its com- 
bination of a toy box and simulator 
does open the way for some interest- 
ing experiences. 

Every Mii in Tomodachi Life has 
their own apartment, and they'll need 
your help to fix problems in their lives. 
Sometimes they'll need food, clothing 
or even a complete restructure of 
their living space, and you'll fill their 


The Life of Daan 


happiness bar by completing these 
tasks - which will cause them to then 
grow them to a new level. The reac- 
tions you get are hilarious, charming 
and overall just adorable, but the real 
spark comes when you really start to 
interact with these Miis. You'll play 
games with them like Memory, let 
them cook new recipes or give them 
special inside-joke catchphrases that 
only and your friends would get. 

The real fun from Tomodachi Life 
doesn't come from achievement, but 
finding your own way of having a good 
time. Relationships between Miis are a 
big draw here, as you see who among 
your island population starts to show 
romantic interest in others. You can 
watch these relationships grow and 
flourish – but only if you want to. If 
you feel unhappy about getting two 
people together, you can simply say 
the word and the Miis will listen to 
you. (You may not want your little 
sister dating your grandpa.) If they 
don't get together, though, you won't 
get to see how they'll laugh and fight 
against one another in an argument. 
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But you’re the player (or director in 
this case), and how far you want to 
take the fun is up to you. 

You can also create silly songs and 
make your Miis sing the lyrics you’ve 
put together in hilarious stage shows. 
And another activity is how you can 
give your Miis crazy questions to 
answer in Quirky Questions, which 
almost always add up to hilarity. 

| honestly had the most fun myself 
by just spending my time with simple 
tools. But that’s what my issue is with 
Tomodachi Life, | think – you can play 
it for a few minutes every day, but, at 
some point, the candle will burn out. 
In the end, you'll still have had a good 
time, and I'm not debating that it's not 
worth the asking price. 

But what I'm saying is that the 
freshness only goes so far. Tomodachi 
Life gives the illusion of being endless 
at first, but it remains a video game - 
and that becomes clear due to the fact 
that sentences quickly begin to be 
repeated. Miis will say the same things 
after a while in their apartments, 
simply because there is not enough 
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few short moments every day or two 
even now, months after | started 
playing. 

Tomodachi Life is, in that sense, 
incredibly easy to pick up and play, 
then set aside for a while, then return 
to later on. It's again not like Animal 
Crossing in that way, as if you 
neglected your animal village in one of 
those games, you'd have weeds 
running rampant and roaches infest- 
ing your home when you finally 
returned to it. Tomodachi is more 
observational - check in to see what's 
happening when you want to, and 
don't when you don't. 

Tomodachi Life is not a perfect 
game - but it isn't trying to be. It's 
odd. It's quirky. And 1 am a happier 
man for having given it a few months 
of my life. - DAAN 


"Hey all! Note from the Editor here. Because 
Tomodachi Life is such a wildly wacky game and no 
two players will experience the same thing when 
playing it, we decided to have two players play it and 


share each of their experiences. So please enjoy this 


content programmed in here to 
handle having something fresh to say 
for 365 days a year and seven days a 
week. 

The repetition also gives you the 
feeling that you're flying through all 
the content there is to see - but, even 
still, | can't help but turn it on for a 
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dual review - and check out some of the best fan- 
submitted pictures of our Nintendo Force Miis in 
action in the game below!"- LUCAS 


NINTENDO 
NINTENDO SPD GROUP 1 


Ніае-апа-Еек! 


DAAN AND KEVIN С. GET MUSICAL 
SENT IN BY VERONICA SIVORI 


LUCAS GETS STUCK IN ICED COFFEE 
SENT IN BY OPERATION POWER UP 


LUCAS' DISTURBING BURGER DREAM 
SENT IN BY TARA BRAY 
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EVERYONE АТ NINTENDO wants 
you to think that they’re weird, and to 
prove it, here’s Tomodachi Life, a 
weird world where caricatures of your 
friends and family have weird hobbies 
and go on weird excursions in their 
weird lives. Thus you go in expecting a 
carnival of crazy right out the gate – 
only to be saddled with a laundry list 
of mundane duties and merely the 
vague promise of insanity as reward 
for your efforts. 

This isn’t Animal Crossing with Miis; 
it’s a virtual pet simulator, like 
Tamagotchi but on a larger scale. You 
are just a caretaker, fulfilling your 
Miis' every want and desire. You 
transfer over Miis from Mii Maker or 
build them from scratch, assigning 
them voices and personalities to suit 
your whim, but beyond that, they're in 
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STARGAZING WITH SHIGERU 


SENT IN BY SONICTONIC 


the driver's seat and you're just along 
for the ride. 

They'll ask you to feed them, clothe 
them, play with them, redecorate their 
home interiors, introduce them to 
their neighbors or (dead serious!) 
tickle their noses when they have 
trouble sneezing. The more you solve 
their problems, the more money you 
earn, which is then funneled back into 
their daily expenses. The "wacky she- 
nanigans" your Miis get involved in are 
ultimately up to them to decide. You're 
able to grease the wheels somewhat – 
suggesting they rethink hooking up 
with the guy or gal down the hall, for 
example - but your involvement is 
indirect at best. 

Then it's payoff time! You get to 
peek into their dreams as they 
slumber, watch them race along the 
beach or eavesdrop on their conversa- 
tions as they relax in the diner. You 
can preserve these moments by taking 
snapshots of either the top of bottom 
screen at any time. By uploading these 
photos to Tumblr, Twitter or Facebook, 
you and your real-life friends can 
laugh as though sharing an inside 
joke: "Look at what our Miis did 
together! That's so you!" 

So what happens when the wacky 
well runs dry and the events start 
repeating? Didn't the last three people 
have the same dream about being a 
snail? Once you've seen one rap 
battle, do you really need to see 
another? Does the magic show have 
any other act aside from sawing the 
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assistant in half? It's surprising just 
how quickly you burn through these 
limited activities, leaving only the 
Sisyphean task of tending to the Miis" 
daily routines for no defined purpose. 

But there is some magic if and 
when the game finally delivers on its 
original promise. In my case, it began 
when I started a round of Quirky 
Questions, during which І could cus- 
tomize queries and present them to a 
crowd of Miis in game show fashion. I 
asked, "Who hides dead bodies in their 
apt.?" It was the Mii of my fellow NF 
writer Emily Rogers who raised her 
hand, waving it around most enthusi- 
astically. 

A short while later, she and my Mii 
struck up a relationship, then virtual 
Emily decided to pop the question. We 
had a wedding, took a honeymoon to 
Peru then settled down for the rest of 
our virtual lives in a brand new house. 
It’s at that point | remembered the 
question about the dead bodies. One 
night, | was reminded of it when І saw 
little Tony with his eyes agape as his 
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partner slept soundly beside him. It 
suddenly dawned on me that he was 
living the plot of the Mike Myers movie 
So I Married an Axe Murderer! 

This is the kind of emergent 
gameplay that elevates Tomodachi 
Life to a new plateau. It’s a unique 
experience so uplifting that you crave 
another moment just like it. 

But that’s all it is: a single moment 
after an indefinite sequence of banal 
tasks. You never know when another 
one will manifest; you could spend any 
length of time trying to capture magic 
in a bottle again. Will you keep your 
nose to the grind, knowing it may very 
well lead nowhere? Will the reward 
even be worth the effort? 

So yeah, Tomodachi Life is defi- 
nitely weird – there's no other game 
that can be quite so dull and, at the 
same time, so rich in dramatic poten- 
tial. Just as some folks' real lives are 
more exciting than others, your virtual 
life isn't guaranteed to be a whirlwind 
journey. That's just how life is. 

- TONY 


| have so much fun playing games at night, it's 
hard to go to bed at a reasonable hour. 


SENT IN BY OPERATION POWER UP 


THE NF SHOW HOSTS AT THE CAFÉ 


SENT IN BY SONICTONIC 
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ASK THE 
FORCE 


TWO VIDEO 
GAME FRANCHISES 
THAT HAVE NEVER 

INTERSECTED BEFORE 
COME TOGETHER TO 
CREATE THE ULTIMATE 
CROSSOVER. WHICH 
TWO ARE THEY? GO! 


4 EB 
BRETT 
Call of Duty: Balloon Fight. 


EMILY 

Imagine an underwater 
horror game where Endless 
Ocean is crossed over with 
Resident Evil or Silent Hill. 
You're swimming under the 

sea and coming face-to- 
face with monsters, ghosts, 

sharks, piranhas, etc. 


THOR 
Mortal Kombat: Kanto 
Region. 
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CHRIS 
The Souls series and Zelda. 
If Dynasty Warriors can 
cross over with Hyrule, Га 
love to see a darker take 
on the Zelda series in line 
with Twilight Princess and 
Majora’s Mask. 


ah 
TONY 
After reading last year’s 
Worlds Collide miniseries 
from Archie Comics, I’m 
totally amped up for a 
proper Sonic the Hedgehog 
and Mega Man crossover 
adventure game. Their 
universes fit together like 
a hand in a glove. 


MARK 
Pikmin X Chibi-Robo! 
Can Olimar and the Pikmin 
gather all the valuables 
from the house before 
Chibi-Robo vacuums up 
this scavenging infestation? 


PISTOL WHIP 


PUNCH 
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Transformers’ Tactics 


TRANSFORMERS: RISE OF THE DARK SPARK 


THE STORY OF the Transformers is 
synonymous with war, and when it 
comes to war, there are two main 
choices which stand out in terms of 
video game genres: shooters and 
strategy. While shooters have domi- 
nated this franchise in recent years, it’s 
with the Nintendo 305 version of 
Transformers: Rise of the Dark Spark 
that Wayforward Technologies has 
instead opted to go with a turn-based 
strategy game. 

Such a title on the 3DS is most likely, 
if not inevitably, going to draw compari- 
sons to the phenomenal Fire Emblem: 
Awakening. While not quite on that level 
of depth and complexity, players will 
nonetheless still notice some similarities 
to Intelligent Systems’ latest entry, par- 
ticularly in the graphic style – that is, 
through the use of 2D pixel art on the 
maps and 3D polygonal models for the 
combat sequences. 

Characters come in three main 
classes of note: Your nameless Vehicon/ 
Autotrooper-types, who are the weakest 
of the lot; the middle-tiered "named" 
characters (Bumblebee, Starscream, 
Drift), who can transform and deal 
out/take more punishment as well as 
learn new attacks; and the leaders 
(Optimus Prime, Lockdown), who basi- 
cally have no known weaknesses and 
can really clean up in one-on-one 
encounters with lesser classes. Each unit 
in each class has its own skills as well, 
such as healing, firing ranged attacks 
from across the battlefield or hacking 
into such things as defense towers to 
help further thwart the opposing forces. 

For those wondering how transfor- 
mation plays into this, it’s quite simple: 
Those who can transform into vehicle 


mode are able to cover more ground, 
but at the cost of performing an action 
at the end of their turn. To roll out, or 
not to roll out? That is the question. 

Differing from Fire Emblem is the 
frequent use of timed button presses (as 
in Mario’s RPGs) to successfully land hits 
during combat. In addition, the story/ 
gameplay is more chapter-oriented in 
nature, following in the footsteps of its 
console brethren by having the player 
switch sides as necessary to progress 
the tale from the perspective of 
whoever best serves as the lead charac- 
ter at a given time. In other words, you'll 
be switching back and forth between 
Autobots and Decepticons/Lockdown's 
crew as the tale commences. 

Crossovers are the order of this NF 
issue, and with a conflict involving both 
the movieverse and "Aligned" universe 
Transformers together, this title seemed 
like a perfect fit. However, Rise of the 
Dark Spark is not really a crossover in 
the sense most were expecting. 


PUBLISHER: ACTIVISION 


305 DEVELOPER: WAYFORWARD 
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Instead, the rather clunky story shifts 
back and forth between a point seem- 
ingly set during the recent Age of 
Extinction movie to what seems to be a 
point set just before Fall of Cybertron 
(despite Megatron already possessing 
the new body he acquired in that game, 
among other continuity errors). The only 
thing connecting the two is the presence 
of the eponymous artifact, meaning you 
could separate the two parts and all 
you'd be losing is a longer game. 

Dialogue is carried out with a mix of 
plain text and voice acting from some 
familiar faces which are sure to please 
fans, such as Peter Cullen reprising his 
role as Optimus Prime (both versions of 
him) and Gregg Berger returning to the 
role of Grimlock. Some dialogue 
presents a nice throwback to earlier 
parts of the franchise as well, such as 
Lockdown exclaiming "Who dares 
disrupt my concentration?!" 

Though not as cinematic as the 
console version, Rise of the Dark Spark 
on 3DS is ultimately our favorite way to 
experience this tale. - DAVID 
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Clash a the Сета 


TRANSFORMERS: RISE OF THE DARK SPARK 


LET’S JUST GET this out of the way up 
front: If multiplayer or having a cool 
Generation 1-styled Optimus Prime skin 
(which, incidentally, is available only in 
multiplayer) is of significant importance to 
you and you've got a selection of consoles 
to choose from, then stop reading this 
review right now and look into one of the 
other home versions of this title instead. In 
a turn of events that's becoming progres- 
sively less surprising as time goes on, you 
won't find what you're looking for here in 
the Wii U version of the game. 

Transformers: Rise of the Dark Spark for 
the Wii U appears at its best in a vacuum – 
the sort of vacuum which hasn't had access 
to either the War for Cybertron or Fall of 
Cybertron titles, which just so happens to 
also be the sort of vacuum Wii owners 
found themselves in last generation. Unlike 
the 3DS version of the title, the console 
release follows closely in the footsteps of 
its predecessors - perhaps too closely. 

The truth is, though High Moon Studios 
did not design this Transformers title, it still 
borrows quite a bit from their work with 
the franchise - quite literally, at that. 
Numerous character models, settings, and 
even dialogue are borrowed 
from Fall of Cybertron 
here, giving those 


who played through that game a certain 
sense of deja vu. Despite this, it doesn’t feel 
as though the assets were handled quite as 
well as when they were in their creators’ 
hands, with a slower pace, some floaty- 
looking animations, cheap or overpowered 
enemies and an overall more clumsy feel. 

Where Edge of Reality had to create 
their own assets, they are a mixed bag. 
Earth-based settings are decent if unspec- 
tacular, but their models of the characters 
from Age of Extinction manage to feel 
distinct from the FoC versions, while still 
adding touches such as the constantly 
moving pieces of machinery on their bodies 
which made the latter feel so alive. Scale, 
however, remains a dirty word in the 
Transformers franchise as sports car Drift 
winds up the size of a bus or tank, rather 
than other nearby cars. 

In the end, Rise of the Dark Spark is no 
replacement for Fall of Cybertron and is 
lacking as a successor. That said, if playing 
that game remains out of your reach (say, 
because you only own Nintendo consoles), 
then this is at least a good enough game to 
play on its own, should you otherwise lack 
any frame of reference. - DAVID 
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DO YOU LIKE 
Dreamworks’ Dragons franchise? Do you like Pilotwings? Then 
you're in luck, because Little Orbit has the game for you! 

Those expecting an adaptation of the movie's story and events 
- a reasonable expectation, given the title - are likely to be disap- 
pointed, because How to Train Your Dragon 2 for the Nintendo 
3DS features almost nothing at all owing to that. Rather, its ties to 
the movie come almost exclusively from the designs of the char- 
acters and that the island of Berk is now so accepting of dragons 
that their riders have competitions featuring the scaly steeds. 

That said, those who are simply into the world of Dragons itself 
- perhaps the younger crowd the game would target as its 
audience, especially – will find a fair bit to enjoy here. Though 
advertised as emphasizing racing, its events are actually much 
more varied as you fly around and explore the open-world (but 
virtually unpopulated) setting of Berk, where specially marked 
points on the island will allow you to enter challenges such as 
flying through rings, grabbing and placing as many sheep into a 
goal as you can and even taking target practice. You'll also find 
that exploring the island allows you to collect hidden tokens 
unique to each rider and perform feats which unlock the game's 
equivalent of Achievements. 

While younger fans might enjoy the opportunity to have their 
pick from Astrid and Stormfly, Fishlegs and Meatlug, Snotlout and 
Hookfang, the twins Ruffnut and Tuffnut with Belch and Barf, or 
Hiccup and Toothless (plus two secret characters), the sad fact is 
that there is very little to really differentiate them in gameplay. 
This is particularly notable when it comes to their projectiles, as 
they all pretty much act the same - no rapid-fire volleys of spikes 
from Stormfly, for instance. 

Overall, How to Train Your Dragon 2 is a decent but altogether 
unspectacular game. If you're a fan of the series, Pilotwings- 
styled games, or better yet, both, then you'll likely find something 
to enjoy here, at least for a little while. Others need 
not worry about missing out. - DAVID 


LITTLE ORBIT 
TORUS GAMES 
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The Club Collection is Complete 


Wii SPORTS CLUB 


WITH THE ARRIVAL of Boxing and 
Baseball, the Wii Sports Club package 
is finally complete. Up to this point, 
our thoughts on the revamped sports 
games have been largely positive; 
while the new Wii Remote Plus 
controls have made Tennis a bit more 
finicky than its original incarnation, 
both Bowling and Golf have benefited 
greatly from their enhancements on 
Wii U. (You can read our full thoughts 
on all three of the previous sports in 
Issues #6 and #7.) 

So, how do the final two sports 
fare? Just as in the original game, 
Boxing remains the weakest link in the 
entire collection. This time, rather 
than using a Wii Remote and Nunchuk 
to throw punches at your opponent, 
players must grasp a Wii Remote Plus 
in each hand. (If you don't happen to 
own a second Wii Remote Plus, you 
can also play the game one-handed.) 
While this setup should theoretically 
improve the accuracy of your punches, 
you'll quickly find that the game is still 
nearly unplayable. The Wii Remote 
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Wii U 
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Plus does a fairly good job of tracking 
your body’s orientation, so you can 
lean left and right to dodge incoming 
punches, but it’s no better at reading 
your other movements; many punches 
fail to register entirely, and it’s diffi- 
cult to throw hook punches and upper- 
cuts with any sort of consistency or 
accuracy, making each match an 
exercise in frustration. 

Fortunately, Baseball holds up con- 
siderably better. The core game plays 
essentially the same as in the original 
version: Players use the Wii Remote 
Plus to swing their bat, relying on 
timing to determine the strength and 
distance of their hits. While the Wii 
Remote Plus controls don’t do much to 
enhance the experience, batting is 
nevertheless just as fun now as it was 
in the original game. 

The Club version of Baseball also 
introduces a new control setup for 
pitching and fielding. When the 
opposing team is up at bat, players 
switch over to the GamePad, 
which is pointed at the TV 
like a viewfinder. You must 
then use the controller's 


dedicated screen to aim and throw the 
ball. Not only does this setup give 
players more control over the types of 
pitches they throw, it adds a subtle 
layer of strategy to the gameplay, as 
your opponent will not be able to 
predict where you'll throw the ball or 
what type of pitch you'll use. Players 
will also need to physically move the 
GamePad to catch fly balls, which 
feels satisfying and responsive. It's a 
simple idea that works well in the 
context of the gameplay, making 
Baseball one of the strongest sports 
in the collection. 

While it may be a bit too soon 
to double-dip on Wii Sports, 
there's no denying the enduring 
quality of these games, and 
the enhancements brought 
to them in their move to 
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RETAIL VS. DIGITAL 


Now that all five Wii Sports Club games have 
been released, Wii U owners have no shortage 
of options to play the sports compilation. Those 
who are only interested in certain sports can 
purchase each one individually through the 
Nintendo eShop for $9.99 (or rent them for a 
24-hour period for $1.99). Players who'd like to 
own the entire collection, however, have the 
choice of purchasing a retail version of the 
game, which contains all five sports for $49.99. 
With so many different options to experience Wii 
Sports Club, which one should you choose? In 
terms of monetary value, the retail collection 
seems to offer the best deal, as you'd get the 
entire Wii Sports experience for $10 less than if 
you downloaded each sport. Still, of all the 
games in this collection, Boxing is by far the 
weakest, so you'd likely end up spending the 
same amount of money if you only downloaded 
the other four (and would have the convenience 
of having them right on your console). 
Regardless of which route you choose, Wii 
Sports Club is a fun update to the classic Wii 
game, and it's definitely worth a second look. 


Wii U help make the whole package 
feel fresh and fun. The new Wii 
Remote Plus controls have, for the 
most part, improved the accuracy of 
the gameplay, while the addition of 
online play injects the title with more 
longevity than the original. 

If you inexplicably missed out on 
the Wii Sports phenomenon the first 
time around, or if there's a particular 
sport you've longed to revisit, then 
this is one club you'll definitely want 
to join. - KEVIN K. 
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SECOND OPINION 
MARIO KART 8 


Since its release at the end of May, Mario Kart 
8 has blown away the naysayers by selling 
hundreds of thousands of copies - as of this 
writing, it's nearly hit a million sold just in the 
United States alone. (Anecdotally, | also have 
several friends who've now bought a Wii U, 
after being spurred to do so by Kart's release 
and its giveaway of a free extra game.) The 
only resounding complaint fans seem to have 
about this latest sequel is its lame use of the 
standard racetracks in its Battle Mode, 
instead of the normal box-ish arenas we've 
been used to cruising around in multiplayer 
matches for years in previous sequels. For 
me, that's less of a problem than some others 
(including Tony), as it's given me a renewed 
appreciation for actually racing against 
friends in multiplayer rather than hunting 
them down with shells – and the racing, as 
I think we all agree, is superb. - LUCAS 
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MAKING MORE MEGA 


Though his last official sequel was four years ago, fans continue 
to craft new, unofficial adventures for the Blue Bomber. 


AFTER WATCHING THE Smash Invitational 
during E3 and hearing the crowd rally around Mega 
Man, it's more difficult than ever to claim that there 
isn't fervent interest in seeing the Blue Bomber 
back in the robot-blasting saddle. Still, Capcom 
remains unsure of where to take the franchise, 
forcing fans to craft all new adventures by them- 
selves. 

Back in the first issue of NF Magazine, we dis- 
cussed Street Fighter X Mega Man, a crossover fan 
game that was officially endorsed and published by 
Capcom to celebrate Mega Man's 25th anniversary. 
But that's only the tip of the iceberg - over the past 
few years, numerous fan games have been turning 


What these developers have done is take an 
icon who's had a significant influence on their 
growth as gamers and adopted him as their own. 
Fan game production allows them to fill a hole that 
they feel has been left open by Capcom, while also 
expanding upon the concepts that launched Mega 
Man into stardom. Not only are they doing what 
Capcom won't, a few are even surpassing Capcom's 
own efforts! 

On these pages are nine free Mega Man PC fan 
games - some finished and others still in develop- 
ment - that deserve your attention. This is by no 
means a comprehensive list, but it should at least 
give you a taste of the kind of quality and ingen- 


heads thanks to their superb craftsmanship and 
fresh twists on the familiar Mega Man template. 


In my opinion, Mega Man 
Unlimited is the best Mega Man fan 
game ever made. Not to discredit the 
other fine works on these pages - all 
of which offer unique perspectives on 
Mega Man design - but Unlimited 
truly demonstrates a profound under- 
standing of the soul of the franchise. 
In fact, despite being an unofficial 
release, | would argue that it even 
rivals the series' golden boys, Mega 
nr Man 2 and Mega Man X! 

Unlimited is the brainchild of 
Canadian developer Philippe Poulin, 
who originally conceived this not as a 
proper project, but as a series of 
Flash animations that imagined what 
a potential "Mega Man 10" could look 
like. Positive feedback convinced him 
to dive into full production, retitling 
his game "Mega Man Unlimited" when 
Capcom eventually did announce 
Mega Man 10. 

What makes Unlimited work so 
well is that it adheres to many of the 
restrictions of NES development - 
limited color palettes, simple details 
on sprites and background objects, 
etc. — but isn't afraid to bend the 
rules a bit when needed. The result is 
an evolution of NES design sensibili- 
ties on modern hardware, albeit one 
that feels every bit like a legitimate 
Capcom sequel. 
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7A ISSUE #10: WHEN WORLDS COLLIDE 


MEGA MAN UNLIMITED 


uity coming out of the Super Fighting Robot's 
enthusiast community. - TONY 


Mega Man must once again battle 
eight Robot Masters with names that 
range from threatening to mislead- 
ingly comical. Tank Man unleashes a 
volley of explosive ammunition, while 
Comet Woman dances through the air 
and leaves a trail of deadly energy 
ripples. Then there's Rainbow Man, 
whose name tricks you into thinking 
his domain is a candy-coated fun 
house. Instead, it's a laser death trap 
that makes Quick Man's stage look 
like a picnic on the beach. 

Levels are roughly twice as long as 
your typical Mega Man stage, yet 
rarely are you given a moments' rest. 
Each new screen presents hazards as 
dastardly as they are clever. Thank- 
fully, the challenges are never insur- 
mountable - you're gently introduced 
to new concepts in isolated environ- 
ments so that, when you encounter 
them again in a more dangerous 
setting, you'll ideally be prepared. 
Mega Man Unlimited was released 
last July, but Poulin has continued 
work on additional tweaks and 
features. The next major update 
promises an Endless mode similar to 
the ones in Mega Man 9 and 10, an 
Endless Boss Attack and a Special 
Stage starring a new Robot Master. If 
you have yet to play this masterpiece, 
you no longer have any excuse. 


ILLUSTRATION BYTHORTHORVALDSON 


We'll have to show you 
the raw Power of the 
mighty Bonnes 


LEGENDS 3: THE 
PROLOGUE 2D VER. 


The memory of Mega Man Legends 35 
cancellation still stings, but at least one 
team is hoping to soothe those burns. Last 
summer, the Legends 3 revival group "Get 
Me Off the Moon" announced that it was 
producing an NES demake of the finished 
Mega Man Legends 3: Prototype Version 
(the demo of MML3 that was supposed to 
be distributed on the 3DS eShop, before 
the plug got pulled). From released 
gameplay footage and screenshots, 
they’ve been able to recreate the entire 
prototype in 8-bit form, plus a few secrets 
here and there. What gives this one a 
touch of legitimacy is that two former 
Capcom staffers from the Legends team 
are contributing - character designer 
Hideki Ishikawa is designing the cover art, 
while composer Makoto Tomozawa is 
supplying a couple of tracks! The game is 
currently in testing, so check out the demo 
on GMOTM's Facebook page for now. 
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MEGA MAN 
BATTLE NETWORK 
CHRONO X 


Battle Network is one of the few Mega 
Man sub-series that has a definite narra- 
tive conclusion, but that hasn't stopped 
some fans from fantasizing about what 

other adventures Lan and his NetNavi 

partner MegaMan.EXE could embark upon. 
To that end, MD Productions began devel- 
opment of Mega Man Battle Network 
Chrono X, their vision of Battle Network 7 
as it might appear on the Game Boy 
Advance. Just as previous entries featured 
unique armor transformations that 
enhanced Mega Man's combat potential, 
Chrono X introduces MeMENTO (Merge 'N 
Modify Embodiment Navi-Transform 
Operation). Each MeMENTO allows Mega 
Man to gain the power and appearance of 
various Navis - similar to the effect of 
Double Soul from Battle Network 4, except 
these Navis can be pulled from any point 
in the series' history. MD Productions has 
been hard at work on Chrono X for more 
than five years now with no release 
window in sight. On the upside, they're 
prepping a new demo that introduces 
online Navi battles, and they promise that 
all progress made in the demo will be 
transferable to the final game. 


MEGA MAN X: 
CORRUPTED 


On the surface, Mega Man X: Corrupted 
ooks like a traditional X game from the 
SNES era, but developer JKB Games 
couldn't help but infuse a little 
Metroidvania flavor into the mix. While the 
ZX sub-series on DS made a play at non- 
inear environments, Corrupted invites 
even greater exploration thanks to a more 
ambitious maze-like map structure. 
Development has been progressing 
eadily over the course of six years, and 
all that work has resulted in a rich level of 
detail that looks like the natural progres- 
sion from X3. There are of course eight 
original Maverick bosses and armor 
upgrades for both X and Zero, but there 
are also adjustable difficulty levels, an 
experience system, skill trees and environ- 
ments that alter when Mavericks are 
defeated - a significant feature from the 
original Mega Man X that hasn't been 
revisited since. Despite the long produc- 
tion cycle, JKB cannot guarantee a release 
window and is not planning on distributing 
a demo. The best way to follow updates is 
to check out the gameplay videos posted 
sporadically on the group's Facebook and 
YouTube pages. 
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ROKKO CHAN 


Rokko Chan answers a very simple 
question that no doubt has crossed your 
mind at some point: How would Mega Man 
games play if Mega Man was a Mega Girl? 
Answer: Exactly the same, of course! 
(Okay, so Rokko Chan isn’t technically a 
Mega Man title. Neither is Mighty No. 9 by 
that same train of logic, but let's call a 
spade a spade, shall we?) Developed by 
Japanese designer King, Rokko Chan is a 
Flash game that can be played right in 
your browser window. Aside from the fact 
that our heroine jumps higher than her 
male counterpart and dashes instead of 
slides, this is beat for beat your standard 
Mega Man in every respect. You face an 
assortment of robots with "Man" 
appended to their names (like Hockey 
Man, Volcano Man and Jet Man), acquire 
weapons from fallen foes, pick up health- 
restoring energy tanks, hop precariously 
across disappearing blocks and battle an 
evil doctor with a proclivity for decorating 
his castle with skulls. So what makes 
Rokko Chan special? Well, it's just a very 
tight game that's simple, charming and 
fun. Do you really need anything else? 
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MEGA MAN 2.5D 


The Mega Man franchise is predominantly 
known for providing high-quality, single- 
player platforming experiences. But multi- 

ayer? You'll only find that in a few 
random spin-offs. Wouldn't you like to play 
those classic adventures alongside a 
partner, Chip 'n Dale: Rescue Rangers 
style? That's what the duo of Edgar 
Cebolledo and Peter Sjostrand would like 
to offer with Mega Man 2.5D. This game 
collects several bosses from the Classic 
series and remixes their levels with new 
elements, such as a raft cruise in Shadow 
Man's domain or giant snakes you can ride 
in Snake Man's lair. Graphics are pulled 
right out of their source titles with a little 
added depth à la Paper Mario, but the 
major draw is the two-player mode. Mega 
Man and Proto Man will be able to tackle 
special co-op versions of the regular 
levels, all which demand teamwork to 
clear certain obstacles - like taking turns 
standing on switches to open gates for the 
other. There's still at least a year of devel- 
opment in store, but you can sample a 
recently released demo from the Mega 
Man 2.5D website right now. 
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ROCKMAN 7 & 8 FC 


Of the 10 entires in the mainline Classic 
series, Mega Man 7 and 8 are easily the 
odd ducklings. While the original six titles 
plus 9 and 10 shared a uniform look, 7 and 
8 adopted art styles more appropriate for 
their platforms (the SNES for 7, and the 
PlayStation/Saturn for 8). Additionally, the 
upgraded graphics were paired with some 
mechanical changes that made these 
games play a little differently from their 
predecessors. If you desire more consis- 
tency in your generations-spanning 
franchises, try Rockman 7 & 8 FC by 
Japanese developer Mend. Every enemy, 
platform and musical note has been given 
an NES makeover, but the alterations don’t 
stop at the surface level. Stages are a lot 
more open because of the smaller charac- 
ter sprites compared to those from the 
originals, and any of the eight Robot 
Masters can now be selected from the 
start rather than having to face them in 
set groups of four. You'd be surprised by 
how much of a difference a new coat of 
paint and some minor tweaks make! 


and 


MEGA MAN 8-BIT 
DEATHMATCH 


A few years ago, Batman: Arkham Origins 
Blackgate developer Armature Studio 
prototyped a Mega Man X FPS, but the 

project was quietly dropped before it was 

ever publicly revealed. In the fan commu- 
nity, a small team led by CutmanMike has 
had a little more success in bringing the 
series into first-person. Their efforts have 
yielded Mega Man 8-bit Deathmatch, a 
32-player online frag fest built using 
Zandronum, a port of the engine used in 
the legendary shooter Doom. Though the 
environments are 3D, all the textures and 
character sprites are pulled directly from 
the NES Mega Mans - a cross-dimension 
fusion that's admittedly a bit jarring at 
first. You can re-skin Mega Man to 
resemble any Robot Master, pick up 
dozens of weapons from throughout the 
franchise and battle your friends in all the 
staple FPS modes - from Capture the Flag 
to Last Man Standing. Updates that add 
significant features, such as new single- 
player campaigns, are always in produc- 
tion, keeping it from ever growing stale. 
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STREETPASS / DEMO EVENTS 


A BEsT BUYSMASH 


Nintendo brings E3 to the masses - again. 


EXPERIENCING A LITTLE déjà vu? It was exactly one year ago when we 
printed our first photo gallery from images captured inside America's Best Buy 
locations, as Nintendo fans had gathered there to play some of the Big N's E3 
demos. This year, they did it again. But there was only one focus this time — 
Super Smash Bros.! The Smash faithful lined up for hours for a chance to go 
hands-on with the Wii U version. (And the 3DS edition was floating around too.) 


- PHOTOGRAPHS BY TONY PONCE, LUCAS M. THOMAS, JORGEJJVR & ZALNO 
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СОМІСВКЕАК 


NAH, CANDYLAND АНН! Look AT You! VoURE 
6) IS TWO TOWNS ` €) ADoR ABLE! 
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HIYA, PurFY! EVERYTHING IS CUTE HERE!! 
HEYYYY LITTLE FELLA— 
ZA ИС e 
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AS LONG AS You DoN T 
TRY To EAT PEOPLE! 
HAHAHA! 
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CAPTAIN М: 
THE GAME MASTER 


Having just spent an entire issue focused on video game crossovers, there’s no way we could wrap 
things up without making explicit mention of the most impactful crossover series for an entire genera- 
tion of Nintendo fans, myself included: Captain N: The Game Master. (Though perhaps you caught on to 
our comics’ continuation of its story?) 


Captain N wasn’t a game (sadly), but rather a Saturday morning cartoon and comic book series. It 
chronicled the adventures of Kevin Keene, a normal Nintendo-playing teen who was one day sucked 
through his TV screen and ended up in Videoland. There, he became Captain N, the leader of a team of 
game heroes including Simon Belmont, Kid Icarus and Mega Man. Together, they visited dozens of dif- 
ferent game worlds and fought back against the evil forces of Mother Brain and her minions, King 
Hippo, Dr. Wily and the Eggplant Wizard. 


This series was my absolute favorite Saturday morning cartoon experience as a kid. Sure, it was 
shameless advertising for Nintendo products - but that’s why | loved it! | loved Nintendo, and it was 
awesome getting to watch a show that brought to vibrant, animated life all of the blocky little pixel 
characters who were leaping around my TV screen in the hours Captain N wasn’t on. 


We’re paying homage to this landmark series through our new Princess NF comics, but with its 25th 
anniversary fast approaching this September, | wonder if there would be an audience among you all for 


something more? We’re considering doing an all Captain N-focused one-shot publication, to mark the 
milestone of the show’s 25th. An all-inclusive guide to the show’s episodes 

and retrospective on its lasting impact. A Captain N-Cyclopedia, 

if you will. Does that sound like something you'd be interested 

in? If so, please let me know! Use the "Get in Touch!" form 

on NFMagazine.com to express your interest! 


